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FUN SCHOOL 3 ■ REVIEW AND READERS OFFER 

NEODESK 3 • BETTER THAN EVER! 
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support for your XL/XE 



TRANSDISK IV 



Best Seller! 



SOFTWARE 



TRANSFER YOUR CASSETTE GAMES TO DISK WITH EASE! 

TRANSDISK IV is a simple to use utility that wilt transfer all your cassette games to disk - easily and quickty! 



Handles any type of cassette format 
Allows several games on one disk 
Handles cassettes that require full 64k memory 
Complete with chart of exactly how to transfer 
the more popular games 



TARITALK 

THE QUICK AND EASY WAY TO 
TRANSFER FILES TO YOUR ST 

Now you can simply and easily transfer files to your ST without 
the 11 ««d for a costly interface. TARITALK will transfer text files, 
database information, pictures, music tiles, BASIC programs, in 
fact any file that has a normal DOS directory entry. Just plug irt 
the TARITALK cable, run the software on each machine and 
your files will be transferred complete with full error checking. 

Please note that TARITALK does not convert files - It is up to you 
to make any amendments necessary to use the files on your ST 

TARITALK is £19 95 complete with cable, 
software and instructions 



Handles cassettes that load extra levels 
Use all available memory on XL/XE machines 
Full step by step instructions included 



Price £19.95 




OFFICE II 



The only combined business/application package 
for your Atari now available from PAGE 6 

MINI OFFICE II is acknowledged as one of the best applications 
programs ever written for the 8- bit Atari. You get a WORD 
PROCESSOR, a SPREADSHEET, a DATABASE, GRAPH MAKER, LABEL 
MAKER and COMMUNICATIONS - all in one program. Almost 
every serious application you car* think of i$ contained in MINI 
OFFICE II and each module is first ciass - as good as any stand 
alone program - it you can find one! 

MINI OFFICE 11 is the program no s&riovs user should be without 



Price £14.95 



ATARI SOFTWARE BARGAINS 

Please check our supplement or telephone for details of 
dozens of great offers on Atari software - many at halt price 



THE BIG DEMO 

The best demo ever produced for the 
XL/XE Great graphics, excellent music 
and the best sampled sound ever 
heard on an S-brt Atari (even beats a 
tot Of the ST stuff!) 

Can you afford to miss out any longed? 
THE BIG DEMO is £3.95 

Please note thai some oT scrolling massages contain words lhat 
H some pflopte mifjln objact id and She r>tsk should nor, rje 
COnsiderRd Eurlabltlor voung children. The BIG DEMC eGJira 
a 1D50 ihyk cnve and will not run lull/ wrlh any olher drigE 



SPELL ME 

Let your young ones enjoy 
learning with your XL/XE 

A delightful program to teach four to live year 
olds the alphabet plus word recognition and 
word and picture association. Guide them 
with those firs! steps whilst also teaching Ihem 
to enjoy the Atari as a creative tool. SPELL ME 
has been written by a qualilied teacher. 



Cassette £4. 

QXClVSivetr Jrortl FA 



Isk £6.95 

6 SOfWAHe 



MIDIMASTER 

The package that allows you to connect any 
Midi synthesiser ro your XL/XE. Record In real 
time on up to B track 5 - play back with any 
voice - change tempo - transpose - play s 
AMS or Music Sludio files ■ includes voice 
patch editors ror certain Casio and Yamaha 
synlhs - ana mow, 

Comes complete with interface cabte, 
software andtuil instructions 

Price £24.95 



All items on this page may be ordered with the order form on page 54 or by writing 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR. 
Credit card orders may be telephoned to 0785 213928 Of FAXed to 078554355 



The magazine 
for the Dedicated 
Atari User* 




SANTA'S REVENGE 

Can you help Santa make 
Christmas happy again? 



SUBSCRIPTIONS 
Annual subscription rates (6 issues) 



UK 

Europe 

Elsewhere (sea} 
Elsewhere (Air) 



£10.00 
£15. DO 
E15O0 
£21.00 



Overseas rales reflect wily 1he difference In f>0*1*l tOStS 

NEW ATARI USER ON DISK 

A disk containing all of the fr-bit programs 
from each issue of NEW ATARI USER Is 
available- either separately or on subcrip- 
tion. Single price £2.95 per disk, Subscrip- 
tion rates (6 issues-) 



UK 

Europe 

Elsewhere (sea) 
Elsewhere (Air) 



£25.00 

£32.00 
£42.00 



Please make cheques payable to PAGE 8 
PUBLISHING and send to the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 walcc-mes and encourages ite refers ta 
submit, articles, programs and reviews Fur publi- 
cation. Programs must be submitted on di£,k or 
cassette, articles shouW wherever possible be 
submitted as text files on dask. Wa seek to en- 
courage your participation grid da not have sliict 
rules TOf submissions If somRihing inlarasls you, 
write a program or article and submil iM Appropri- 
ate payment will be made for all published prog- 
rams and articles, all payments being made at 1h& 
end of the second mpnih shewn mi lh& cover of 
trie issue concerned 

All original articles, programs and olhsr material 
in NEW ATARI USER rs copyright ol the aulhor 
as credited- All unoredried material is copyright 
PAGE 6. Unless containing the by-line All Rights 
Reserved" any malerial "in NEw ATARI USER 
may be reproduced by User Groups and other 
non-profit making organisations provided that the 
author's name is included and PAGE & is credited 
as the original publisher. Permission to publish 
elsewhere sbould be oblained from PAGE 6 or 
the aulhor. Editors, el newsletters reproducing 
materia! are requested to send a copy of the 
releva.n1 issue to the Editorial address oF PAGE 
6. Whilst we Lake whatever steps we can to 
ensure m& accuracy of articles and programs and 
ihe comenls ol advertisements, PAGE 6 cannot 
be held laole for any errors or claims made by 
advertisers. 

ATARI <TM) is a registered trademark of 
ATARI COFtP. All references should be so- 
noted. NEW ATARI USER is an independent 
publication and has no connection with Alan 
or wim any olher company or publisher. 



The next issue of 
NEW ATARI USER 
be on sale 24th January 
Editorial copy date is 1 0th December 
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THE CREDITS 

Al] of the usual stuff is on page 3 but here art 
thr peopl* who made this issue possible. 

Les EllingJiam rlirl 1hr rdilmjj,, layout, paite 
up and. In turn delighted ^ncTdrHpairttl at 
Fleet Street 3 wondering why such a. tracking 
package should be ]et down by a cottpk "f 
hug* in ihf out p Lit routine that mean evefy- 
ihing lakes twice as long as it needs, 

Sandy did (he advertising, mail order and 
general office Stuff and even managed a bit oi 
embroidery 

stacty is now going co evening classes. 
Mu£tLv.\iiv pi-uduflioEV? Effective telephone 
coTrrrmn Station? McLnagLng the mall room? 
No % pigs, sheep and poultry t 

The Regular Con in hi Mors, who pruvidf (he 
backbone of the magazine and can generally 
be relied upon to come up with gemd articles 
and reviews, are 

Mark Hutchinson John S Davison 
John Davison jr John Sweeney 
Paul RJSOD Damon Howarth 

Ian Finlayson Peter Hickman 
N.B. The Tipster also contributes 

All other coruribiilura fur this issue are Indi- 
vidually credited alongside their articles or 
programs. Thanks to rveryhody for sharing 
their work and enthusiasm wiLh other AtarL 
users, 

The cover is from Bill Halsall'^ latest game 
ACE DRIBBLER AND THE ROADUOCtS. 

Many thanks to Bill for being, one of the few 
who seem to he able to keep writing grral 
games. Let's hope that he inspires a Tew more 
of V'UU. 

Van Morrison once again made a major contri 
button io this Issue, as did Clannad and Neil 
Young with a scorching album thai seems to 
combine Heavy Metal with melody arid irrictor- 
slandable li/nV-s.' Quilt' a hii of'NcicAge' stuj} 
go\ Uxtent-rf \n as well, printarilijjrom New 
World Canities iritli people such as Denis 
Quinn, tfiilip Chapman, David Sw\u Peter 
Howell arid others that none of you hm c 
fieard of Musn't jorget The Waterboys who 
might have made their last good album. Run 
Rig Jbr a neat little EPand Paul Simon Jar 
atrnosi marching Grncekn\d. 

NEW ATARI USER 1b the magazine, 
PAGE 6 L& the concept- Wherever you see 
PAGE 6 you'll know what it means! 

The next Issue of NEW ATARI USER could 
feature YOUR article or program, 
so send it in rvowr 

PAGE 6 tkt/WM j&M ttliai wan ran dv with vmrr Alan. M \tti 
the tXCtptian of final autpul an a t.inatrfm ami use of it repr& 
camera for tHt listings and phatas, Ihe atu^asint rs pripurid 
ttttlrety with Atari bated equipment ami tafltvun - nal a 
Mu£itHuh/t tit IBM irt sight? Hardwarr \f\td irtcluari Hit At, 
JtJSii disk drive, Sf& disk drive. 4i$ cmttVr faccasmaaliy?}. 
tiStr t*ttrfiux t SEC SQ23 printer* IfWST, SMI24 Munitur, 
Atari SH204 hard disk iirr*e h Cfltftdfld / meg rib! drive, 
Kpsan NXHW printer. K vat era tater printer* .WirrnKluffpr 
printer buffer. Software include* Supvr^iript. Ttitiw BilSte, 
Hermit, PC Fniercamm, TARI.TA.1.K. Print STWriter* 
ProteW and /'f>W Street Pnbaufher. 

ArtiCtet titui prngrams submitted an XUXt disk* are subjec- 
ted t& varhyitS titstont written prnf/ranr, bejarv beiag tratisfer- 
nd aCfVsS t*\ thr ST via TAKf-TAfJC. AH arajar editing h 
dime with Pretext and piTffr ? nrs laid out with Fieri Street 
Fubiixker. A di.ik -"ith ihe fiHifhfd panes in fdlf up to a 
iypevvttinjr butrrau W be output OH a Ltwatran .WW and, hey 
previa, Jinivhed pa$vh arv ht nt back. It rettify liiN'T work ■ at 
In\i. f At! that r.v lefi is fa drap in ihf hst\tt)l>- and piuitif;. UVff, 
it^S na4 quite ar easy a\ that, nat ran $?t the itten} 



THE SURVIVOR! 



Well, we finally made it as the longest surviving Atari S-bii magazine In the world! 
News from the USA is that ANTIC magazine is no longer, having been Incorporated as 
a section into START magazine where, unless ANTIC change their policy, it will slowly 
wither and dic\ At the moment STAff J comes wiLh an ST disk and costs ufooul £14.95 
and nobody is going to pay that kind of money for a small section in a magazine. So 
we are the last bastion for the 8 -bit bin let's not pretend that everything is rosy. Far 
from it, we have to be really dedicated to survive now and one of the first things that 
you will have noticed, if you buy your copy of NEW ATARI USER in the shops, is that 
the price has had to be increased to £1.95. Sony, but it had to be done. 

Selling specialist magazines through the mainstream newsagents (i.e. W.K. Smith] is 
becoming more and more of a nightmare for smaller publishers as bigger selling 
magazines encroach on the shelf space. What happens is that the publisher with the 
clout ensures that his new titles are put on the shelf even though they might only last 
one or two issues. As a result lower selling magazines get squeezed off. Folks like you 
don't see the magazine on the shelf and don't ask for it so the newsagent assumes 
that there is no interest and therefore decides to stock It on special order only. Nniav 
of the customers are aware of this and so don't order It and the downward spiral 
begins, Ttiis sort of thing doesn't only happen to computer magazines. There are a 
couple of specialist magazines that I buy and they are suffering the same fate. 
Meanwhile such widely popular titles such as Model Helicopter World stay on the 
shelves because the publisher also publishes a dozen other l ides and take one oil and 
you can take them all off. You can t tell me that there are more people interested in 
model helicopters than there are Atari owners! 

What can you do? Well you either subscribe or you can make sure that you go into 
your newsagent when the magazine is due and ask for it, even if you see it on the 
shelf! If the newsagent says that it is available to order only, place a regular order and 
if he fobs you off with a load of bullshit about us no longer publishing or never having 
heard of us tell him to check his copy of the Magazine Distribution Book and to phone 
our distributors for the latest copy. 

Seems a lot of hassle doesn't it? Well, if you want to keep reading a magazine about 
your favourite computer it has to be done. Sit back and do nothing and every one 
down the line will do nothing. Eventually we will be forced to do nothing. 

BAD NEWS AND GOOD NEWS 

Shock news recently is that both Sunaro and CalUsto Computers t long time bastions 
of the 8-bit world have both packed up business within a couple of months of each 
other. That is a major blow to everyone who needs software for their machines as 
these were major mail order suppliers. At the time of writing both, unfortunately, 
owed us a great deal of money so we arc hoping that there are not more serious 
repercussions. It is sad that folks who have long supported the Atari community 
should be forced Into these positions and we can only hope that they manage to do 
the decent thing by those that have supported them. 

The good news is that Miles Better Software continue to support the E-blt in depth 
and show every intention of doing so for a long time to come - provided that you 
support ihem. Miles Belter are now virtually the only software retailer offering mall 
order support and it is Imperative that you support them. Buy all the new titles you 
can afford, visit their shop (apparently, It's a real Aladdin's Cave) and give them all the 
support you can. Miles Belter will not Ru out of business as they sell software for a 
whole range of machines but they could decide to no longer support the S -bit Atari 
and If that happens you will have only yourselves to blame, 
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NEW ICD DISTRIBUTOR ZEP DISKS ...1020 SUPPLIES 




w 








Gralin International have announced that they have 
taken over the UK distribution of the ICD range of 
8- bit products, These include the ICD Printer Con- 
nection, Action!* MAC/ 65, SpartaDos, US Doubles 
P:R: Connection and several other products. 

Most of the products are freely available but certain 
Items such as the P:R: Connection are difficult to 
obtain at the moment due to shortages in supply of 
components from the Far East- Apparently the P:R: 
Connection has not been available tn the States for 
several months due to these problems. 

Gralln promise that they can provide after sales 
support normally expected direct from the manufac- 
turer" as they tJse all of the products and have a close 
liaison with a major User Group where problems can 
be Ironed out. Unfortunately a telephone help line is 
not available at present. 

Another line that Gralin have taken over is the 
Computerhouse Controller Card which has been 
advertised in New Atari User in past years. This 
allows the user to use two different Operating Sys- 
tems, switching between each as required. A full set 
of utilities Ibr use with this expansion is a% ailable, 

Gralin can be contacted at 11, Shillito Road. Park- 
stone. Poole. Dorset B1I12 2BN. 



SHOPPER SHOWS 



The Computer Shopper Show takes place at the 
Wembley Conference Centre in London from 6th to 
9th December and the organisers promise a least of 
entertainment as well as a host of bargains. Unlike 
last year, when they were forced to close the doors, 
the new venue should provide ample opportunity to 
walk around and pick up some Christmas bargains. 

There are a number of new product launches prom- 
ised and Mandarin Software will be showing off new 
extensions to STOS as well as hosting many demon- 
strations. The Show is also the venue of Lhe Compu 
ter Football Association Challenge Cup Finals at 
which you can see if your favourite soccer game is 
the best. Heats have been taking place all over the 
country and the finalists come from the UK and 
overseas. You can watch the European Cup Final! 

So confident are the organisers of the success of 
this event that they have already begun to organise 
the Spring Computer Shopper Show at the same 
venue from May 10th to \2ih 1991, It Is expected 
that many companies will use this show as a major 
springboard for new product launches as well offer- 
ing the public the chance to actually buy the pro- 
duct, a feature notably missing at the recent Compu 
ter Entertainment Show. 



Miles Better Software in Cannock have announced 
that they have secured the rights to produce disk 
versions of all of Zeppelin's games which are normal- 
ly available only on tape. Prices will be reasonable, 
check their advert or give them a rinjj on 0543 
466577. 

If you have a 1020 printer then contact Derek Fern 
at Micro Discount for supplies. He has replacement 
pens and can supply large rolls of paper together 
with details of a modification to the printer to accept 
them. This consists simply of a wire frame that can 
be made from a wire coat hanger(f) and a full dia- 
gram is supplied with each roll of paper. Paper costs 
£2 per roll plus postage. Contact Derek on 02 1 353 
5730. 



LOW COST 24-PIN PRINTER 

Citizen have a new 24 -pin printer available in time 
lor Christmas retailing at £279 plus VAT, an excel- 
lent price for this quality of printer. The C itizen 124D 
prints at 120 characters per second and has all the 
usual features of a 24 -pin. It comes with a compre- 
hensive two year warranty on all pails and labour 
and should be available from all Citizen stockists. 
Call Citizen on 0895 7262 1 for det ails of your 
nearest stockist. 



A FANTASY? 



Fantasy Productions have sent us a demo disk of 
their new game POD and very impressive indeed do 
the graphics look. Unfortunately we don't have space 
to include screenshots but take our word for It they 
are quite impressive, in a style similar to Zeppelin's 
best games. If the gameplay matches the graphics 
then you are in for a treat! 

Fantasy are now promising release of this game in 
early 1991 with further games scheduled throughout 
the "year. We do hope that they can succeed but H 
given the total lack of support from the trade for 
XL/XE games, we feel the chances that they will be 
able to sell the game in reasonable numbers are 
slight. Harlequin recently tried and found that the 
going was a lot harder than they expected. Still we 
wish them luck. 

hi the meantime Fantasy are looking lor other Atari 
users to join them in this and future products and 
are seeking people with skills in music, graphics or 
pre -written software. Contact Stuart Keir at Fantasy 
Productions, 32 Kirooklane Fields. Harlow. Essex, 
CM 18 7AT if you are Interested. 



SAI/E ON THE SHOPPER! 



Your discount voucher for the Computer 
Shopper Show courtesy of NEW ATARI 
USER. Just taUe this voucher along to the 
show and present it at the door for a dis- 
count of 50p off the individual ticket or a 
massive £4 off the price of a family ticket. 

lfri/brturtately f you'll have to cut the 
coupon (and ruin a great magazine) as the 
organisers won't accept photocopies. Pity! 

The Computer Shopper Show is at the 
Wembley Conference Centre and runs from 
6th to 9th December. Times are shown on 
the voucher. 




Only one voucher 
per person 

Photocopies 
not valid 





Or alternatively worth £4 off a family ticket 
Thursday 10am - 6prn, Friday 10am - 6pm 
Saturday 9am — 6pm s Sunday 10am — 5pm 
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MACCLESFIELD CLUB 

I am writing to tell you (and 
interested users) about our 
User Group. Macclesfield 
Computer Club. 

The club has been going 
for 7 years and caters for all 
interests and computers, 
All the members are very 
helpful, particularly to new 
users, Club funds are used 
for show trips and buying 
equipment for members 
etc. We are hoping to organ- 
ise a special DEMO DISCO 
NIGHT' for cliildrens char- 
ity where all the best demos 
from around the world will 
be shown on a giant projec- 
tor screen with full disco 
laser support, 

Anyone Interested in sup- 
porting us can write „ or bet- 
ter still just come along 
(bring a machine if you 
like). Or just come any 
night for a drink and a cliat. 
The club meets every Tues- 
day night at Harleqins Wine 
Bar, Bft Chestergate, Mac- 
clesfield, Cheshire. 

J. Bradbury 

Club Chairman 



yet seen It reviewed. Avail- 
able from CLSN Software p 
10 Arlington Place, Kearny, 
NJ 07032, U.S.A. Telephone 
number Is (201] 998-1554, 
KYAK PASCAL is the one I 
own. An excellent full Jen- 
sen-Wirth for beginners and 
advanced programmers. 
Optimised 6502 machine 
code compiler, easily confi- 
gured for use with a RAM 
disk, excellent tutorial style 
manual in small format ring 
binder, PTlce $69 from 
KYAN Software, 1850 Union 
Street. #183. San Francis- 
co. CA94123, U.S.A. Tele- 
phone number Is (415] 
626 20 SO 

If you can't get these from 
the above companies they 
are all available from B&C 
Computer Visions, 3257 
Kifcr Road, Santa Clara, CA 
95051. U+S-A. Telephone 
number is (40 A] 749-1003. 
FAX number is (408) 
749-3389. Lightspeed C is 
also available for $39*95* 

That should he Mr, Laidlaw 
busy! 

Michael Seaman 

Ontario, Canada 

DIFFERENCE? 



bonks of 1 6k memory. Very 
few commercial programs 
have been written to lake 
account ufihis extra memory 
and writing your own prog- 
rams is not easy although 
quite possible, [f you are not a 
programmer then f would go 
for whichever machine you 
can find at the cheapest price. 



ON THE BACK 

I have had a few years ex- 
perience of amateur elec- 
tronics but am fairly new to 
the world of computers. I 
have a 65XE which I am 
much enjoying Learning to 
use but one thing puzzles 
me. On the back of the com- 
puter is a 7-pin expansion 
port which is not men- 
tioned in my owners manu- 
al, nor is it shown on the 
layout drawing. 
What do I use It for? Is It 
possible to buy a plug In 
accessory or even to build 
something, I know not 
what? Your advice would be 
much appreciated. 

B. D. Arnold, 

Worthing 

We have touched upon this 
subject til previous MaiUyag 
columns but new owners may 
not have seen the ctjisujcts. 
The 1 port on the rear of the XE 
is a cut down version of the 
Parallel Expansion Bus ttiat 
appeared on the XL models. 
Atari did not make public the 
details of this expansion sock- 
et and so virtually nothing 
has been produced commer- 
cially to take advaiaage of it. 
When the XE was made. A tari 
cut down the expansion bus 
to the 7 pins you now see hut 
still did not document it It is 
possible to build devices to 
use this port but as the tech.' 
nical informal ion is almost im- 
possible w come, by, very few 
people bother r The American 
magazine ANTIC did publish u 
four part article on this expan 
sion bus several years ago 
but you will imve to track 
■ down the appropriate issues 
and obtain them second hand. 
If you are persistent e nough to 
follow this through, a note in 
the Contact column might do 
the trick. 




P.O. %m54 



PASCAL UPDATE 

In Issue 42 , K+L> Laidlaw 
asked if any version of PAS- 
CAL had been produced for 
the 8-bit Atari. Yes!? At 
least three! 

DRAPER PASCAL is $20 
complete with software i 
manual and registration 
from the author and has re- 
ceived good reviews over 
here. I believe it is now in 
the public domain as share- 
ware. The author can be 
contacted at Draper Soft- 
ware, 3Q7, Forest Grove 
Drive, Richardson, Texas 
7£O60 h U.S.A. 

CLSN PASCAL was released 
in August 1969. I haven't 



Please could yon tell me the 
difference between an Atari 
65XE and an Atari 130JCE. I 
have a 600XL and wish to 
purchase one of these two 
computers, 

Dean Richards 

77l^ only difference between 
the two is the amount of mem- 
ory. The 65XE is 64k. includ- 
ing the Operating System, and 
the 130XEis 128k. Although 
it may seem that the 130XE is 
twice as powerful this is not 
really the case. The extra 64k 
in the 130XE is not available 
to normal programs and can 
only be accessed through 
switching in and out different. 
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IT IS CALLED ... 

I am writing to ask if you 
know the name of a game I 
am looking for. It involves 
shooting space ships and at 
a certain point you have to 
dock onto' another little 
ship making your own 
spacecraft a bigger and bel- 
ter one. It is quite a simple 
game and it is a bit of an 
oldie. It used to be an 
arcade game. 

Steven Richardson 

Cater ham 

Yes, I remember that one, 
great game, but I ccuVt remem- 
ber what it is called either! 
Someone knows, and some- 
one will write and tell us. 
Watch this space! 

WHICH IS BEST? 

I have owned an Atari 
800XL since 1935 when 
they became very competi- 
tive in price, I now own a 
5205TE which is superb, 
however I don't want to see 
the B-foit die as I still own a 
130XE with disk drives. 
As a serious computer the 
ST walks all over the XL/XE 
with its SO column screen 
and bags of memory plus its 
fast high capacity disk 
drive. When it comes to 
games however I feel that 
the XL/XE offers much bet- 
ter value for money when 
yqu can pick up excellent 
budget games for £2,99 
whereas ST budget games 
are £10 each and I have yet 
to be impressed. Yes + the 
graphics and sound are su- 
perior but play ability wise 
there's no gain, in fact they 
tend to be slow to start and 
over complicated. I still 
play Mercenary * Encounter p 
Dropzone h Hitch Hikers h 
Blue Max and Zybcx all of 
which I still enjoy on my 
3-bit Atari. My only regret 
is that there is no version of 
Elite which is my all time 
favourite game, I know it 
would be easy to convert 
and that the Atari could 
produce a version second 
only to the BBC disk ver- 
sion on the & -bit. 
So don't knock the Atari 



6-bit, it only reduces confi- 
dence in the XL/XE owners 
who have no need to feel 
insecure at alL 

M.R, Wilson > 

Yeovil 

MINI OFFICE BOTHER 

I recently purchased Mini 
Office II for my XL. hk this 
connection I have so far 
used primarily the label 
printer appear to be ex- 
periencing some problems 
with this option. In order to 
obtain the label width 1 re- 
quire [which is not that 
big) I have to expand the 
page length. 

Also I note that the manu- 
al indicates that a copy of 
the manual is also held on 
disk however I have been 
unable to locate it, Have I 
purchased a poor copy? 
Finally do you have any 
additional information re- 
garding the printer code 
strings especially in rela- 
tion to the label printer 
option. 

Peter Geraglityp 

Sutton 

We have: included this letter 
for the benefit of many own- 
ers who have experienced 
similar problems. There is a 
bug in the Label prinler which 
has been there since the prog- 
ram was writien and. unfor- 
tunately, there is nothing we 
can do about it since we do 
sxot have access to the source 
code. When using the Label 
Printer with the Database it 
Works Jine. printing as many 
labels as you require at the 
correct width and length. 
Used to prim individual labels 
however it. is virtually useless 
since the problem described 
occurs. A single label can be 
printed if the page length is 
set much longer than the stan- 
dard label size of 9 lines but 
that means thai you cannot 
print more than one copy of a 
label and your labels will 
spew out of the printer! If we 
could ftx it, we would. If any- 
one else has fixed it please let 
us know. The manual is not 
on the disk since there is no 
room for it. Maybe at the out- 
set it was included but it is 



not on the current version 
and, in any case, would only 
duplicate the manual you re- 
ceive when you purchase the 
ofjicial version, 
H\e printer control strings are 
determined by your printer 
and vary from printer to prin- 
ter afhich is why they are not 
included in the program You 
need to check your printer 
manual for the feature you 
wish to use and insert the 
appropriate code. The manual 
will tell you which ASCII 
codes activate the features 
such as bold, condensed, elite 
etc. on your printer. 

APOLOGIES 

TO CONTRIBUTORS 

I have a complaint about 
submissions in that I have 
not received any accept- 
ance or rejection details of 
my submission apart from a 
letter confirming the re- 
ceipt of my program. 

The program in question is 
called Fuss in Boots written 
in Basic. I sent It in over a 
year ago and have been pa- 
tiently waiting for some 
news- With the Editor com- 
plaining about the shortage 
of submissions it makes me 
more concerned. Is the 
game not good enough or 
have you simply lost the 
disk? In either of those 
cases can you try and get 
the disk back to me? 

Please reply to this letter 
because I would like to sub- 
mit some more of my prog- 
rams (a machine code game, 
a quickie and a Tetris clone) 
but I am put off doing so 
because of the situation 
with this, my first, submis- 
sion to your magazine. 

Daniel Lea, 

North Humbersiue 

Sorry, sorry, sorry! I liave 
said it before in the editorial 
hat we are hopeless in ack' 
noivledging contributions. Ii is 
simply that it lakes so long to 
look at contributions and 
there is no time to reply to 
them all Daniel thankfully, 
was not deterred and sent in 
his further contribution and 
will be pleasantly surprised to 
find his excellent machine 



code game as this issue's 
bonus game, Like everyone 
else seeing tlie program in 
print will be the first indica- 
tion thai ti has been accepted, 
a situation that is not satisfac- 
tory but it gives contributors a 
real buzz when they open the 
magazine! Daniel's 'quickie^ ts 
also very good and almost 
made it into this issue (only 
lack of space kept it out}. The 
Puss in Boots game r by the 
way DoriieL is too long to go 
in the magazine, 
The moral is, please do not 
give up Jf you don't hear any- 
thing, If you believe your prog- 
rams are good keep on send- 
ing then in and one day you 
may open up the magazine 
and get the shock of your life! 
That happened to Bill HalsalS 
a while ago and look how 
many of his programs we 
have published since. Bear 
with us! Please. 

YOURS DISGUSTED 

Hear Ignorant Page G h 
What do I have to do to get 
my letters printed? do I 
have to climb Mount 
Everest? For the past two 
letters that I have written 
and asked to be printed. 
Now this is very friendly, 
for the mood I am in at the 
moment! I wonder how 
many other Page 6 Atari 
Users get ignored? Now, is 
there any chance of you 
actually printing this let- 
ter? or are you going to 
screw this up and through 
(sic] It into the bin? 

Yours quite reasonably put! 
Master J,0. Marsland 

All you haue to do to get n 
letier printed in Mailbag ts to 
write about something in- 
teresting, preferably that asks 
questions that other users 
might be interested in know- 
ing the ansivers to or which 
contains some usef.il informa- 
tion, We don't seem to get loo 
many such letters nowadays 
so it would be nice if a few 
mare people could write to 
Mailbag, If your letter is in- 
teresting it stands a good 
chance of being published. 
Mind you we sometimes slip 
up and print a load of old 
rubbish! 
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UTILITY 




AID 



Ever burnt the midnight oil doing a spot of program- 
ming, when suddenly one of those nasty little error 
codes rears its ugly head? To make matters worse, its 
one of those obscure onczs that comes around every blue moon 
and you can't remember how the manual describes that parti- 
cular code. In desperation you try to find the manual, if s nol 
lost, its just in a very safe place! More time wasted, 
For the BASIC programmer, this can now become a scenario 
of the past for ERROR AID will do away with the manual and 
save considerable time. With Error Aid installed, every time an 
error occurs, the Error Aid routine will take control and print 
an English message instead of a meaningless number. The 
message that Error Aid displays is similar to the description in 
the Reference Manuals. 



TYPING IT IN 



Type in lasting 1 check each line with Typo 3, then save a 
copy to disk. When you RUN the program, an AUTQKUN.SYS 
file will be created and when this disk is booted, Error Aid will 
be installed automatically into low memory. 



ADVICE 



Error Aid fs protected against System Reset and will remain 
resident in memory unto the computer is turned off. [ don't 
advise you to type DOS as this will inevitably cause the 
computer to crash. Arid one final note, FOKEing 8345 and 
3350 with any value then pressing RESET will change the 
screen colours and default to those colours on every press of 
RESET. 



by 

Phil Cardwell 
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HEM # ERROR AID * 

REM f* btf 

RFM * Phil cardwei 1 

hem * — — ■ 

rem * «ew atari uses - pee 90 



it 

M 



HH S PCM 

LL IP DIM LINEMa03 *LXHeAtlT$C4B* ;PPEN ttl , 

& , * , "1H flUTGmJN . 5¥5" 
KA 20 LIHE-9^0 : TRAP 100 : GOSUB 2H0 
Ml 30 LINE* (13 : LIMES 1001 ! LIWE* C2J 

=ILlNESiLlM£aUTS = LIME**l*401 
KP 40 LIKE -LIRE +10 SREAfr LIMES , CHKSUHt ? "IS 

lU^LUIEB LIME "J LIME 
MZ 5 0 CHK-U3R CI536*APRI:l:eMES1, ADfttLlNEftUT 

ME €8 GG5UB 300!? Hi j L&MEQUTS ti . LEM CLIME* 

i/2>J!GOTfl 30 

103 ? ui: close mi? ■ fc gBIiO^»iaaMI M = eh 

0 

HQ 2B0 FOR A=153& TO 1658 E READ D:P0KE A P 0 

: MEHT A ? RETURN 
IK 218 PATA 2tfii 104*104,133 B 204 P 104, 133, Z 

03 > 1B4, 133, 20fc P 104, 133,205,169,0, 141, 1 

£7, ft* 141 

LH 220 WTfl 12B,fc, 100 ,265,14ft, 128,6,140,1 
26,6, 171, 125,6 , 20*-,39*20B, 11,173* 12?, % 

UG 23& PATA 133*213U173*lZft,6*L33,Zl3,96* 
172 , 12S , 6, £00 « 1*1 , 123 , * * 17? , 203 , 32 * II 1 

15 240 PATA IS, 10, 10 ilVi 141, 123 172,1.2:5 

, 0 , mi i4i , 12*, 0 * # 203, 32 * *n - & , « 

EH ZSG DOT* 10* ,123 ,6 ,172, 126,6, 200*140,1 
20 , 1*5 j 205, 24 , 10* j 127, 0*141, 127, 0,17 

3 

HV 200 DATA 120 j 6, 10** 0, 141, 123,0*70* 3& j 6 
, 96, 201, 14 4, 4,50,, 233, 50, 96,06*233, 4 
0 * 96 

VL 300 pLNE-PE£Jt<iB4**2S6 + PEEKtia3J 

RU 310 IF L1MEODLHE THEN T "(BED * 4 ; 5TR$ C 

LIKE 1 ; '' II1«i*U:fr*U "iEHP 

412 320 IF CHKSHNOeHK THE M 7 "LMILttLU IH ■>* 

TA AT LINE 11 1 S T R"$ t L I ME3 ! E HP 
ZF 330 RETURN 

SY 100ft PATA FFFF*020rB2OA900ftP3CllAP21#3 
0 5CB A P 220 3 00CC A 0 « B6 1C&9 9 ft 5 2 O ft 01 0F 6 AB AF 
2016B9010P? 020 * 4006 

QT 1018 PATA ADll02609000DF920A00Ca0fl720A» 
0P00A6Z0A964ftPE70*At2MPE»R2AtA305ftCA9 

1 8B6BPA9 070PAF ,4644 
ZZ 1020 DATA 2O0D4003A9200PB&200P4703A9A9 

B P2 1 0 3 A 92 O 01>2 2 0 £ A 9 B 1 6 £ 5 £ 2 IH 9 O 900 CPA 'W 

9 S C E 2417 2 1 A 99 0 ,3704 
PH 1030 PAT A 20F?20A9£2OBCPA92If0BCE201721 

A99020F7 20A93005CDA9ZS0SCE2O17Z3,A99B2fl 

F7201GE3E21A90B, 4424 
HJ 1B4« PATA 0DC602A*0E0l>OM260Z034204CFF 

F F B 0 B 000 0 0 0«0 00000 i 0 P 66000 4034 2 O 4 BS0 3 P 

2i0A4ll9B4ftA5B9 , Z?l3 
5G 1OS0 PATA F0Z9AP3P21C^41F022G?9BF0BFAP 

3 CllC 902 F 0 1 7 AP 3 C 2 IP 906 4 C FA2 0 A 90 AS P 3 C21 

4CF2206060AA6B > 45#* 
EB 1060 PATA A00160A"5a2BP3C2l6*A860AAM4C 

F FT F A S ft 9F C 2 O F 721 0 A A BBHBPft 93 F 2 lft5 Cl>ll 94 0 

Z1BSCC4C17Z1B9* 473=6 
DP 1070 PATA 6B21B5CPB96C2ie5CEA0FFC&9B4& 

6 1 € &2 9 7 F 2ftF 7 2 B 6S A 0 B 1€ P 1 Of 0 A P3 E 2 l&ftftD A 3 

20ZftF72«A901 Pfr* B06« 
IS L0SO DATA 3C214C^&2060OOP0004000BB0P£^ 

2 1 P 42 1 P F 21 F 0 2 1*92 2 142 2 21 2 22€ 2 2 3 9^^4722 

57226722902260* 2539 
PS 10*0 PATA 2 2A12*0522ClZZP5££ES22F62ZeS 
23 1 4232 S 2 33 6 2 34 7 2 3 S 6 2363 Z 372 2 3 60 23BBZ3 
? B 2 £ A9 2 SCI 2 3ft 1 * 3 39 7 
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DISK 
BONUS 



TE 



50 



ML 



OF 



ZU 



ILL 



HT 



KK 



NJ 



140 



UH 



OF 



PP 



Eft 



HF 



MP 



CO 



Efr 



'HE 



1108 DATA 23E423F6Z30?Z4 J 4 Z4Z0Z4 3974 Q0 

0000000003000006 PogBeBBftOBBBeeGPPPiiQae 
eoeoaacifi4F24&i . 1052 

1110 DATft Z474Z47DZ4SB24<?F24HC24ClZ4CC 
454D4F52D95641 , 3724 

11Z0 DATA 4C554 l 52045g25Z4Fl>Z544F*FZ04I> 
414E5??05I>4 1 5Z4*414 24C4bbil2UZE}Z{lJE3132 
SaF821F32Z4^4l, 32ft7 

1130 DATA 44205354524?4E47Z04C454E 4754 
f?H4F55 5 4204F46Z0444 1.51C14E5?j4D424S522(* 
3£^321736<B749 # £06 9 

1149 DATA 4ES0&S542045S2524FD244434D2F 
434F402045S23.24FD2579441434B204FB64552 
464C4FB74E554D , 3325 

1150 frftTA 4r4SS22«44F4F2#434F4flS04C45 
fr&4C4J4£4S204E4f54204*4F554£C44E4F204D< 
41544340494E47, 3072 

11S0 DATA 20464F522053544154454D454EO4 
4n4?4E4 5 2054 4F4FZ04C4F4FC7 4 74F@SM422& 
4F5Z20464F5220 , 1022 

1170 DATA 444B4C4EB446C4GZ4SS4555Z4EZS 
5 74?544e4F5554Z04 74F53£SC£5;£&?4ES4 41S0 
204G52524FD242 , 33SB 

1100 DATA 414420S3S4BZ474E47204I4B415Z 
414 3 5 446 D 2 G B 524 F 4 75241 4 D 2 054 4 F 4 F 2 0 4 C 4 F 
4EC 74241442644 , IB22 

11*0 MIT A 45S&494X45204E554P42F4ZZET33 
4 5&24G 4 F4 14420 46 4 94 C 4 52 04 S 5 252 4 F D 2 4 25 2 
4Q414Q£a4B4S3i * JI17 

1200 DATA 2O41424F52D4494F434220414C52 

4&4l445$204FS045t;£4£4F4E2&4&504J315445 
4ES4204445504? , 3B« 

1210 DA 43C5494F434220575243544E204F 
4 E 4 C&*4 * 4 E & &4 1 4 C4?4 4 2 0 434F 4 D 4 D4 1 4 E C446 
4 f 4C 4 S 2B4E4 F 5 4 , 3 2 O 9 

1220 & A T A 2B4F504SCE42414420494F434220 
4 E SB 4 D 4 2 4KB 2 4 J 4F43 4 2 2 BB 2 4 5 414 4 1 8 4 F 4 E 4 C 
D94S4E44284F4«,3B7fi 

1210 DATA 204&4J4CC55452554E4341544544 
20G24B434FGZf?4444ES&494I4S20B44?4D4E4F 
SSfr4444G£«4*43 i 3243 

1240 ATA 4t§2e4E4F&4264l434B4E4F574C45 
4447 4 94EC75345524 9414C2 042555 320465241 
4 D 0 E 4X555 2 5 3 4 F , 3092 

IZPfl DATA 522&4FSSS4204f4620S2414E4 7C5 
Q34£g24?414C2e42555?204FF023EB245fi4552 
SZE5CEB34G5249 j X3BB 

1200 DATA 414&Z04Z&G53Z0434B4E434BG355 
C D 4 4 4 S S 6 4 9 4 3 4 S 2 0444 F 4 EC 55 64 B 524 9465 9 20 
4 55 2524 F024G55 , 3226 

1270 DATA 4£43544»F4E2«4E4FS4204)4D50 
4 C 4 E 4 D4B4 E 6 44GC4 4 * 4 E« 5 5 4*4 649 43494 G 4 E 
542*5343524545, 3*17 

1200 DATA 4EZ05241CD44E249564SZ04E5B4D 
42 4552 2 0 455252 4F D25 4 4 F 4F20 4 D 41 4E G 92D4F 
G04S4E2046494C , 3055 

1294 DATA 4&l»3444?534fe2B4&554CCG444154 
412049ZF4F204BB2524F&246494C45204E554I> 
414EBZZ04D49B3 , 1155 

130* DATA 4P415443C0424144Z046494G45Z0 
4E4I4DCS 4241 44 2 &5*4 F 4 94C5 4 2 04441 544 120 
4C454E47S4C846 , 3OO0 

I3IH DATA 4*4C452&404F434B45G4434F4ft4P 
414E442e494E5e4£4C49C4444?S34BZfl4449SZ 
4S43&44F5257Z0 , 3 050 

1320 DATA 465SEC2453254CCC44494C43204E 
4F54Z04G4F554EC4504F4?4E54204»4E564i4C 

49041112421212,3090 

1330 DATA 121Z1212121Z121Z121212121212 
12121Z1212B57C 20455 2524F52 28414 944^02 D 
20494ES354414C IB Jl 

1340 DATA 4C454420FC1A121212121212121Z 
121 212 1212 12 12121 21212121212 iZflJE ft &Ztl 
02*02*^ 1EE3 



THE 




BOMB 



t e rrm"T 



FRTl£i«fl«nt& MY EHtftlEL LEU 




A 100% machine code 
arcade game 
by Daniel Lea 

The evil Zyem enemy have planted a bomb deep in the bowels of 
the Earth and only you have the experience and courage to do 
anything about it This bomb, codenamed The Zeta Bomb will almost 
certainty Spell tbe end of mankind if It is triggered. Whilst you don't 
relish the task, you accept your responsibilities and make your way 
through the tunnels to deactivate the bomb. 



CONTROLS 



FIRE - START GAME 
OPTION - PAUSE GAME 
JOYSTICK - CONTROLS SHIP 
FIRE BUTTON ■ DESTROYS ZYERN SHIPS AND 
MAKES A WAY THROUGH THE TUNNEL 



There Is a cheat mode bui no clues on how to activate iti 

I The cavern can operate at three different speeds, hatf speed, 
normal speed and double speed depending on your ship's position 
on screen. 

I Watch your energy carefully as It is used quite rapidly. Replenish 
it by landing on FUEL dumps. 

I Watch the message bar tor useful hints and messages during the 
game 

The game is 100% machine code and should be booted with the 
OPTION key held down. Many of the Atarrs special features have 
been used such as smooth scrolling, vertical blank Interrupts and 
display list interrupts enabling more than the usual number of 
colours to appear on screen at once, and of course the built in 
sprites (player missile graphics} are also used. 

Daniel Lea is aged ?5 and says tie learnt a great deal ot his program- 
ming whilst writing this game. He states that it would not have teen 
;;.:.:.^.'£ife Without mat programmers bible. Mapping The Atari, and recom- 
mends lhat every potential programmer gets hold of a copy by whatever 
means I 



THE 2 ETA BOMB is the BONUS on this issue's disk. Disk 
subscribers will receive their copy with this issue of the 
magazine but the disk is available separately price £2.95 
from PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DFN Credit 
card orders are accepted on 0705 213928. 
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ZORK 




Tales of 




dventure 




am always amused by an image ! have of myself us 
'the adventured wandering around endless caverns 
and rooms, a hit scruffy, always with a frightened 
countenance, carrying the obligatory sword and lantern, 
possibly with ihe odd bit of ill-fitting rusty armour, 
trying to carry every object treasure and useful or useless bits 
of junk I have found in my travels. I end up with every pocket 
stuffed full, a box, suitcase or backpack overflowing. I have, in 
one adventure carried a tray in one hand, onto which I found I 
could heap innumerable objecls, a tool box equally full in the 
other hand and pulUng a sort of trolley r piled high with more 
junk, behind me with whai must have been my third hand!! 
And yet, thus laden, J have climbed mountains. Swung through 
trees like a demented Tarzan and crawled through narrow 
fissures in the bowels of the earth. 
Trite apparition is always lost, half blind, illiterate, extremely 
aggressive, totally dishonest and consumed by an overpower- 
ing curiosity, U will try to kill anything thai moves, steal any- 
thing thai glitters and absolutely nothing is safe from its prying 
and probing. Fortunately for it and me, it can be reincarnated 
lime and time again as it can also be very stupid. But together 
we have survived, conquered and thoroughly enjoyed many 
adventures in many different worlds and hopefully do so in 
many to come. 
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ZORK AT THE TOP 



The Zork trilogy is at the top of my favourite adventure league, 
Zork I lias always been well documented in past editions but 
Zork's II and HE barely get ei men Lion, so I thought to rectify 
this a little by writing of my experiences with Zork II and 
offering some simply coded clues and a map of the caverns to 
help any who have floundered with this adventure. 
The aim in Zork Jl is to defeat the Wizard of Frobozz and thus 
to take over his powers. To do this you need to collect 10 
treasures and 3 crystal spheres, With the spheres you can 
summon a fearful demon who when suitably bribed (10 trea- 
sures worth) will then grant you ONE wish. With the right wish 
the Wizard is destroyed leaving his wand for your use. Up till 
then the wizard is a class one menace, popping up where -ever 
and pinching your hard earned treasures which he then stores 
in his trophy case, 3 have found no way of retrieving them K 
thus frequent, saving of your position is advisable. 
Zork I J starts funnily enough where Zork I left off, but now 
there is a sword and a lamp left for your convenience. There is 
no need to bang your shins or even fall down a crevlec to your 
untimely death In the search for a light. The sword comforts 
both the aggressor and eoward in your adventurers spirit. 
At first the path is straight and offers nothing to explore or 
examine, then you find yourself in a garden with a pretty 
Gazebo and you catch a fleeting glimpse of a Unicorn, it has a 
gold key around Its neck and you know that you have to get it I 

Somehow. Trying to follow 
the Unicorn can bring you to 
the Topiary garden where 
things are not so pretty ... 
and those clipped animal 
hedges look rather menacing 
... better run. 
You could be in the 
Carousel Etaom now, and 
after a while you realise that 
this room is constantly re- 
volving, so you cannot be 
certain where you are going 
to end up when you leave it. 
This doesn't help the map 
much. 

A bit more meandering may 
bring you face to face with a 
monstrous Red Dragon 
GULP,., about turn, rim and 
think, [f you are like me then 
you will obey the first rule ... 
and try to kill it! 
To start your collection of 
treasures you have to get the 
better of this Dragon, 
although killing U may not 
be the correct solution. The 
Dragon is holding a beautiful 
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ZORK II 

mapped by 
Linda Navsmith 
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Princess prisoner In its lair imt\ lo rescue her should be your 
first objective- Pay attention, to her and follow her every move 
and you will be w r ell rewarded for your bravery. 

Then you need to find a way to stop the Carousel Room from 
turning so you can go in the direction you wish. This is an 
Intriguing puzzle which has more than a slight touch of Alice 
in Wonderland. A friendly Robot will help you to turn off the 
machinery that runs the Carousel room and will also help you 
escape a devious trap, but to get there you will have to learn 
how to operate a bucket in a well with the aid of a teapot full of 
water, needless to say it is a magic bucket! 

Frotaozz lives behind a door with a lizards head embedded In 
it, which prevents you from trying to unlock it. The first rule 
doesn't work here either so you may prefer Lo be kind instead. 

In Lhese chambers you will also meet a baby Sea Serpent, 
Living in an aquarium, of course. There is something else in the 
aquarium that you need, how to get it without, the baby Sea 
Serpent getting you is a problem that for once needs forceful 
action. 

There is what appears to be a maze but, as IrifoeonVs mazes 
are always out of the ordinary n there is no need to blunder 
about until you, hopefully, arrive at something useful. The 
maze has a logical solution and a number of pointed clues In 
the text. It helps If you are a sporting enthusiast, which is 
where I was at a disadvantage. The nearest I get to sport is in 
turning off the telly whenever it Is on. So the Oddly Angled 
Room had me beat for quite a while. My excuse is that Zork II 
was written by Americans, and I know even less about their 
sports than I do about our own! Solving the maze opens up a 
secret stairway which leads you to Cerberus the three headed 
dog -Kotwlelers pale to insignificance against this beast. 

The next delight [ found was crumpled at the bottom ol the 
volcano and for the J'irsi time in my life f went up In a hot-air 
balloon. You must take care not to get too adventurous nor 
must you let your fuel burn out. There are a couple of stops 
you can make on the way up, one is a library which provides 
some interesting reading, the other room contains a locked 
rusty box. Now this box obviously contains a vital object, but 
how do you get into It - blast it - the lock is rusted and the key 
won't turn.... 

The Bank contains a treasure which you can pick up easily 
and if you Investigate the curtain of light thoroughly enough 
you will find another treasure, but you are also trapped, the 
Gnome of Zurich can free you but he demands a price... one 
you may think you cannot pay and still complete the game. 

One puzzle which I really enjoyed solving, was how to get the 
Blue Crystal Sphere. It is behind a locked dcor, w r hat else. The 
door even has a peephole in it so you can see that the sphere ts 
there, but where Is the key? Examining Lhe keyhole will reveal 
that the key is in the lock - but on the wrong side of Lhe d{H>r! 
You have the means 1 q get the key to your side of the door - 
you only have to work out how! 

By now you should ha\ r e collected all the treasures and 
spheres you need to summon the Demon and live, Place the 
three spheres on the appropriate stands in the Wizards work 
room and they will combine magically together to form a Black 
Sphere. Put the Black Sphere into the Pentagram and the 
Demon will appear. Now is a time for bribery and to bide your 
time to make trie correct wish. If successful the wizard will be 
vanquished and his wand and powers will be yours. But the 
adventure is not finished yetl You still have to find your way 
oul of Zork h and u\ the beginning of Zork III. 

What about that Menhir, obviously bloc-king a passage, and 
what about Lhe fierce Cerberus, can he be tamed? 

What happens in the topiary garden if you linger too long and 
how can you catch that elusive Unicorn? 

Will you ever need to use that can of Grue Repellant and if so 
how king will it be effective? 
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NEW HARDWARE FOR ATARI 8 it IT 



256KXLLM 256K FOR 800X1. gt*« l30XEcom|»libi]]ly .... 

LMBX IM Byte for Land liDXB .... 

Rambo XL 256K for SO0XT. support* XE nwtftt 

bJ] above do not include ram 

XEP80 1 by Atari SO Column display. Requires comjwfiile mnnkiM .... 

650 Interface by Alari 4 R.S232 ports. Lint Centronics port .... 

1020 Printer Plotter by Atari , F1 . r „, 4 colour printer plotter .... 

Parrot □ by Alpha Syslcms Sound digitizer Disk & haedw^re .... 

IrttpHflOOifeDr by Alpha Systems Backup 4,fl,Ji5K cartridges .... 

Ramrod XL ...Allow* use yt OS. Comes with LMsNXL .... 

Omruview XL/XE Now get 80 columns tor XE-l/XL Prom. & Software .... 



£24.95 
£44.95 
£19.99 

,£39.95 
£49.95 
£2£50 
£49.95 
,£24.95 
£3?.95 
£3435 



Software Otiirjince 



AFX Rare Disks £2.50, 

Cassettes £1.50 each. 

Over j?0 different Diskette! and 

Cassettes. 

C*mes n languages etc 
5AE for lists 



New software 



Flight Simulator 2 (Disk) ... - £19.35 

Micrartt BASIC wLib IMSTEDn (disk) f 5.99 

Print Shop Graphics Disk* No 1 £>or 3 .£3.99 

each 

Pilot (EducalorJ fcOU £6.99 



Many other hooks ava Jable, including SAM ReJJ service manuals from £24.95. 5AE lisL 
Also quantity of Atari E bit ROMs and disic.s 1o nun \< jou*. to detail - SAE List. 



K IJ PRODUCT RANGE 



Action! with Toolkit Alternative language £39-99 

MACflE wilh Toolkit, i„ n ExccLlcni Assembler £39-99 

MAC fS5 Toolkit only Disk with uti lis £] 1.95 

Primer ConncelLon Parallel printer interface £29-99 

R-Tiinc 3 Realtime clock for SpartatXXS £29-99 

SpartaDOS X The ultimate 8 bit DOS .,.,£39.99 

US Doubter 1050 drive erduncemait £14.99 

US Dotiblcr with SpamDOS Cotutruciion Sei „ £29.99 



AtariWrittr 1*1 us I'liKK with all orders over 450 



by 

Linda Naysmith 



ZORK II HINTS 



The following clues mey answer some of th-e.Be queaHon? maytn? norie, Read 
lhe clues backward and if I h^O iffy Spelling right 1hey will, perhaps, help you to 
solve Zorfc II. 

1. Csn't kill the Prago,n? - MOO REC (EH TOT MIH DAE LDN ADR OWS EHT HT1 
WNO GAR DEH TTHH 

2. How to get the key Ir&m the Unicorn? - TIA WDM ASS ECN IRP EH TWO 

LLOF 

3. How do you go up in the Hallooo? - RIA TOH E5U 

4. Can t cpen the RUftty Box? ■ DNI FOT YSA EDN AD N UOR AGN IYL ERA E$U 

F EH TON AEV ISO LPX EEH T. E REH GNI "TSSA LBF OT1 BAD DOT DE EH 

5. Can't solve lhe riddle? - LLE WLL EW 

6. What are the Library books lor? - VLH QUO RQH TME HTH CRA m 

7. Whafl do you do in 1he Circular Room? - RET flWH TIW TEK CUB LLI F 

« . Can "1 remove tnmurvt from the Bank? - ELB AUL AVS SEL GNI HTE MDS 
EMO NGE VKa MEH TON ASE MIT EER HTT HOI LFO NlA TRU CHG OUR 
HTQ NIK LAW f RT 

9. Cl*n - 1 unlock the door in lhe Tiny Room? - EUL CRO FER EHP $DC ROT NIK 
OOL 

iu. Can't get me Red Sphere? - uoy evc ser ott obo ryl dne irf esu 

11 . Can't kill trie Sea Serpent? - GNI LRU HDR OWS FQT OPS AYR T 

12. Can t move the Menfiir* - DNA WCI GAM ESU 

13. Can't get past the door with the Lizard's Head? - SEI ON A CTI DE EfF 

14. Can't Unci any? - TSA EQG DNA €EK ACT AE 

15. Can't tathCffl the Oddly Angled Room? - WSD NAW N, EN, ES. N URE MdH 
AET ELP MOC DNA - SIS ULC EHT ERE HW - E&A BTS RIF TAT RAT SrL 
LAS ESA B 

1ft. Car>'i gel past the dog? - TAP AMI HGN I VI GDN ARA LLC CCO DNO GNI 

TTU P¥B MIH EM AT 
17. Rijonlna eul Ol light 1 ■ LES UOR ACF OTS EW, E MOO RNI PL EH 
19. You are standing in the crypt with a hill score, &u| you "irtfit quite done 

yet!"? - STH OIL LLA TUO NR UT 
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SANTA 

REVENGE 




BY 

STEVE 
WILLIAMSON 



i. i » i »i-i*M -n]3Ti^nj'iJ^ 



SCOPE 1?53 
JOLLY 



LEVEL t 



It is Christmas Eve arid the evil Baron Monhausen has threatened to destroy the spirit of Christmas, His 
plan is to manufacture boring Christmas presents then, on Christmas Eve. he will follow Santas sleigh 
and swap his boring presents for all the good presents that Santa gives. On Christmas Day the world will 
be filled wiih the moans of disappointed children and this will extinguish the spirit of Christmas forever. 

Santas gnome spy Gerald liears of this plan and locates the site of Baron Monhausen's secret factory 
somewhere in the Arctic circle and Santa sets out on his sledge to rescue Christmas. 

THE GAME 

The game is controlled with a joystick plugged into port 1. There are 9 levels. If Santa finishes level 9 then 
he has neutralised the Baron's factory and Christmas is saved. 

In Level 1 you must guide Santa s sledge and land safely. Blocking your way is the Baron's giant 
snowball defence system At the bottom of the screen is Santa's 'Jolly' meter. Each time a snowball is 
touched the Jolly meter shortens. If the Jolly meter is empty then Santa is too sad to cany on and the 
game is over. 

On Levels 2 and 3 Santa must find his way to the exU at the bottom of the screen. If he touches a boring 
Christmas present then the Jolly meter goes down. The boring presents are undenvear scxks and 
aftershave. The joystick controls Santa and joystick up causes him to jump. The Fire Button fires an ice 
missile from Santa's ice guti. Hitting the boring computer symbol or a Jason Donovan record scores points. 

Finishing a level gives bonus points. The quicker it takes to reach the exit the more bonus points you get 
Hang around too Umg and points will be deducted from your score! 

On Levels 6 to 9 avoid certain sections of the floor as tiiey will reduce the Jolly meter. 
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SANTA'S REVENGE 



EI 1 

JO 2 



14 t. M HHWWW WW H H H HMMMM-MWW M MW MM H MH H H B H* 



REM 
HEM 
REM 
OEM * 
REM * 



SANTA'S HFVtNbh * 

by * 

Stephen. ftfillianson * 

* 

HFH AT AIT I USER - DEC 90 * 
REM MKKKKM WMMH riMMMWW wmU h mmxhhh h k www 

REM 

3ft rem ii;iiaw»Bii 

48 DIM JOLUVS t3l> : JOLLVS-"| 



RQ 
OX 
EC 
H5 
Efl 
MM 
VN 
CE 

HN SB HB-2 B 968 ! MISSIL EON-2693fi 

«F 6fl U0-289UJL:FiAQ-7S?i7 ;FRAME-Z3^03 

SD 70 ntf = 28 9ft7 > HV-2ft»68 ! SCOUNT=28910;COUR 

T-289ft0 S JFLAG-209 14 

ZJ B0 TFLflGl=2B928 ! TFLAG2-2B92? : HI f-£&*73 

VT 90 HIT M"ZB J ?24 : DL- 3 IA0O ! y 1 = 2*911 

TZ Iflft PM0ASE-36O64 : SM=24976 

110 PLl=PHBASE+lZO6tPL2=PH06SE+lS36 

M 120 Hl5SILE-PHfiASE+7fcft 

ZR 130 COLLft-53252 

KD 140 GRAPHICS 0 : SETC0L08 2 , 0, ft 1 SETCOLOR 
1 i 0 j 14 

OC ISA POKE 752 H 255 ! POSITION 2,19 

GT 160 » 1 1 S AN f A 1 3 R F U^NGE" 

IS 170 ? !? "6Y STEPHEN HI L L I A MS OK 1 1 

OE 1S0 ? if "INITIALISING PLEftSE WAIT ■ . 

Tit 198 GOSUB 2730 ! SETCOLOP 4,0, ft: GOSUB Z* 
20 

51 2O0 GOSUB 2130 

SS 2lft f 1? "I"LL PLAY VOU 4 TUNE WHTL ST 

you WAIT" 

HQ 220 GOSUB 2854 

HL 230 ? It "NOT LONG HOH . . > M I &05UB 3116! 
GOSUB 3430 

AH 240 ? :? » PRESS FIRE TO START" 

FU 250 ? :? " LAST SCORE " i SCORE 

BN 2GB SETCOL0R 1,0,14 

VT 2 70 A = USR CAOfl *MC5l , PtttASE+?£« , 51 

KH 2BB POKE 023,4 

UN Z90 GOSUB 2888 

OF 300 IF PEEK C&4 4 3 -1 THEN 238 

AH 310 7 CHRSC125J 

UK 320 POKE 54279, PHBASE/ 256 t POKE 53277,3 

FG 330 POKE §23, 17: POKE 659 , O E POKE 532 78 , 

0 

PQ 340 POKE 5 12,0: POKE 513,6: POKE 660,2:32 
iPOKE 561,120 



OP 


300 


POKE 


GZ 


m 


POKE 


YE 


170 


POKE 


0V 


340 


POKE 


EU 


¥90 


POKE 


ER 


40O 


4=USP 



J ,SM+140, BJ 

rs 4it «£H ma 

FE 420 POKE 788,14 E POKE *09,14*FOKE 710,1 

2 I POKE 711,40 
ED 41ft POKE 8ft, 64: POKE 89,102 
VJ 440 POKE 781,286 
IT 450 FOR 1=4 TO 20 STEP 7 

WH 460 POKE 25156+1, IB I POKE 25166 + 1+20,35 
SY 470 POKE 25456+1 , 34 1 POKE 5 5456 + 20 + 3,34 
VL 400 POKE 25756+1, 33 I POKE £5704+20+1,33 
Git 490 NEWT I 

HG B00 RESTORE 838 : FOR 1 = 9 TO 2ft 

MP 510 REAP A 1 POKE 26056 + 1 , A I- POKE £6058+2 
0+1, A 

HE 520 POKE 26116 + 1, 103 I NEKT I 

KR 538 DATA 164 + 164 , IBS* 102 , 165, 102 , 164 , 1 

64>ib4 J U5 p 102, 164, 165, 162, 164 , 165, 10£ 

,1*5, 192,164. £64 
VL 54B GOSUB lSlBtPOKE FRftHE , O 
IR POKE HO, 50; POKE 30 ;' POKE FLAG, ft! 

POKE 53249,50 
FR 560 LEVEL -0 
WJ S7B GOSUB 1476 

LG 5B0 A-USO tpftft , PHBA5E+ 760,55 i POKE 

559,62 
GC 59ft A-US0C2ft94O) 

EB 500 POKE 704,23Si POKE 785 , 238 : POKE 706 



, 238 

T7 610 POKE 767,£&£P0KE 711,48 

E A 62B SOUND O , S r El . 8 : ^OUPf E> 1,6,0,6: 50UMl> 

2 , 0 r 0, 0 5 StiUND J > U , 0 , U 
SM 630 IF PttK CCDLL0J <>6 AND f>Lt.K(UU3 (15fl 
THEN JOLLY-JOLLY-1 1 POKE 53 275,8:60600 
147ft! GOSUB 1666 

PEEK CVBJ-171 AND PEEK (ttfl J = E03 T 



FINISH LEVEL 



MB 


64B 




HEN 


PA 


611 


IM 


660 


HN 






BJ*i 


GI 


6BB 


VL 


670 


20 


700 


EN 


710 


V£ 


720 


NE 


73ft 


ZL 


740 


WW 


75ft 


RE 


760 


AK 


770 



r f +u <>h if ^PU^ri- 



14 ; GOSUB 1470 
LZ 70O POKE 559,0 

WT 7^0 IF LEYEL-S THEN GOTO 1700 

BT 800 POKE 704,14;€QSUB 147ft 

PN BIB IF LEUELOl AND LEWEL<>4 THE K 03* 

SA 820 A - US RCA DR CMJC $ 1 , S M , 4 1 : A - ttS R C A D R C HC $ 

) ,SH+120f4> iPOKE 26116,0 
KJ 830 POKE 70?,72;POKE 710, 74 ; POKE 711,7 

6 

KT 840 IF LEVEL <4 THEN GOSUB 1 1 3 Q : GOSUB 1 

07O 

KF 850 IF LEVEL =2 OR LEVEL=3 THE* 6QSUB 1 
350 

CJ D6B IF LEVEL =3 THEN GOSUB 1420 

PT 870 IF LEVEL-5 OR LEUEL = 6 THEN GOSUB 1 

1 38 'GOSUB 1878; GOSUB 1350 
ED 8S0 IF LEUEL-6 THEN GOSUB 1420 
EH B?B IF LEVEL =4 THEN POKE 26116,41 
VH 900 GOSUB 1918 

BO 910 POKE FLAG , 1 E POKE FRAME >lEPOKE UO,0 

3 POKE HB .46 
00 92ft A^USftCftPR CMC*» , PHD ASE+7«« , » 
IH 930 IF LEVEL -7 THEN GOSUB 1288 
EF 94ft COUNT ^8 i POKE 559,62 

JY 950 IF PEEK CHIT* >0 TMCN JOLLY- JOLLV-1 i 
POKE 532 78 , 0 E GOSUB 14701 GO SUP 1660 I POK 
E NIT* 0 E IF JOLLY = 0 THEN 1*1 6 

HK 960 COyNT-COUNT+ltIF C0UNT=26 THEM COU 

nt=b i poke tflagi, i : poke rrLOU , l 

SV 97ft 2F PEEKCHITM1=2 THKK SCORE = SCORE+i 

ftftlGOSUft 1650 
UJ 9ft* IF PEEK t HIT Ml =4 THEN SG0RE*SC0RE+1 

00 I 6OSU0 1BB0 
UU 990 POKE KITH, 01 POKE 77,0 
KG lOOO ir PEEKfHISSILEON»-ft THEN POKE HI 

**£LE + PECK CMV1 § ft 
XF 1010 IF LEVEL r 4 AND PEEKfJ r «=6 THEN GO 

SUB 670I€OTO 760 
AF 1020 IF PEEK £H83 <46 THEN POKE H0,4fi 
GG 1010 IF PEEK CHOI > 204 THEN POKE H« j Z04 
UN 1840 IF PEEK(Vft>>100 AND PEEK CHOJ <50 T 

HEN GO SUII 6701 GOTO 76ft 
SI 1060 tO TO 9 Eft 

KH 1660 REM IBM ! M1iMX*mM*iI*Wl 
HO 1070 POKE 25196+10, 100 1 POKE 75156+3 8,1 
Oft 

DB 1080 POKE 23466+12* 174 S POKE 25456+32,1 
74 

HO 1090 POKE 25756+14,237; POKE 25756+34,2 
37 

BE 11O0 POKE Z6B56+B, 172 : POKE 26056+26,17 
2 

AE 1110 RL E LIMN 

AK 1120 REM I flM iMllljHty 

DH 1130 FOR I-ft TO Zft 

KS 1140 POKE Z 5216+1, 41 3 POKE 25516+1,41 

continued « 
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AM 
TD 



KL 1150 PQfct 25816+1 . 41 i POKE 26116+1,41 
FJ 1168 NEHT I 
KM li?fl POKE 25*36,42 
UO 1189 POKE 25235* O^FtfKE 25516, 6 
GL 1190 POKE 25015 , fJ : POKE KIT, 0: POKE HITM 
, 6 

VK 1208 POKE 26116,6 
US 1210 POKE TFLA61,iaP0KE TFLAG2*! 
RZ 1*20 IF LEVEL ^5 THEN PETURH 
F0 1230 FOR 1=6 TO 20 STEP 6 
FU 1240 POKE 25216+1 f 105 ! POKE 25036+1*42 
FX 1260 NEHT I 

AV 1260 RETURN 

HH 1270 REM IIAUJMIIiliJiB 
OY 13:00 FOR 1=0 TO 10 
EO 1290 POKE Z5S16+I f 0 
eu uae HEHT I 

DH 1310 FOR 1 = 2 TO 26 STEP 4 

JM 1320 POKE 25636+2, 4*1 POKE 25010+1*146 

DA 1330 HEHT IiP6K£ 25016,0* POKE 25 635,41 

Alt 13*0 RETU RN 

KZ 1350 REH a jM " Mil iNI «■«■ ■ NUTM 
£R 1366 POKE 26166*16,100 1 POKE 20190*16,1 
66 

PQ 1376 POKE 2S456+14* 174 ! POKE 25456+35,1 

74 

RA 1300 POKE 25756+6* 23?tP0KE 23756+20,23 
7 

Hfl llt« POKE 26656+14, 1721P0KE 26*56 + 34,1 

72 

1400 RETURN 
1410 REH [jTMW 
RY 1420 POKE 25156 + 4 , 100 i POKE 25150 + 24,10 
6 

HK 1430 POKE 25450 + 6 j 174 S POKE 25466 + 26,17 
4 

EO 1440 POKE 25766*2, 237 SPOKE 26756*22,23 
7 

YR 1450 POKE 26056+2, 172 1 POKE 26056 + 22*1/ 

2 ; RETURN 

IR 1460 REM I atfJWMMII H 

SF 1470 POKE OS, 64 i POKE 09, 105 i POSITION 1 

ill POKE 67,0 
KJ 1400 ? "SCORE M ; SCORE J M LEVEt 

"jLEOEL+1 
WM 1496 POSITION 1,2 
RV 1500 f 14 

1 1 

¥L 1510 IF JQLLY<1 THEN RETURN 

UC 1520 POSITION 1 ( ZI? M JOLLY "UOLLVSll, 

JOLLY) i 
AS 1536 pETimK 
KV 1540 REH 
DC 1556 GOSUB 1470 

CR 1560 IF PEEK tH3TM3 -2 THEN POKE TFLflfil, 
O i PL— PL 1 

HN 1570 IF PEEK CHIT H) =4 THEM POKE TFUM52* 

OEPL=PL2 
RR 1500 FR-64 

IP 1596 3=PEEK£V1*-2!F0R I=X TO I + 2t 
YA 1600 Ffl=FR-t 

tZ 1610 POKE PL+I*«lSOUHD 3, FH, 10,14 
KC 1620 NEHT I I SOUND 1,0,0,0 
PU 1630 POKE HITM, 0 ;»ETURN 
DU 1640 REM i = ■ • ■«! -PT f'l B1 1 T'f ' I 1 

HJ 1650 FOR 1=0 TO 25 
HO 1660 FOR 1=14 TO 9 STEP ~± 
MX 1679 SOUND 3,120-1,2,1 
MM 1600 NEHT I 1 RETURN 

fT 1690 reh snnaH3££W]III3 

KU 1700 POSITION 6-0!? "CONGRATULATIONS - 

VOU HAVE SAVED HHA5 ! I " J 
21 1710 POKE 555,62 

FF 1720 SOUND 0,0,0,0? SOUND 1 , 0 , B , O ; 50UND 

2, 0, 0, ft: SOUND 3,0*0,0 
HU 173* FOR 1=0 TO 120 STEP 2 
JM 1740 FOR P=160 TO 32 STEP -I 
HL 1750 SOUND OvP, 14,10; NEWT P ! HEHT I 
IC 1760 SOUND 0,0*0,0 

HD GRAPHICS 0 ; POSITION 2 , 14 : 5ETCOLOM 

?,O,if;P0KE 752,255 



OH 17B0 POKE 53277,0 
GO 17S0 GOTO 



LJK 



GAME OVER 



130P REM 
EO 1010 POKE 04,0: POKE 65,6 

El 1020 ? "SANTA IS SAD*. HHAS HAS BEEN C 

AHCELLED M 
DJ 1030 FDR I=12S TO 0 STEP -2 
JO 1040 FOR P = 166 TO 32 5TEP ~1 
GF 1660 SOUHP 6, P, 12,10! HEHT P;NEHT I 
KK 1660 SOUND 0,0,0, 0 3 POKE 53277,0 
VV 1070 FOR I~fl TO 5 : POKE 53246* I , 0 : NEHT 

3 

HI 1000 GRAPHICS 05P05ITION 2 , 14 ! SET C OLOR 
2,0,01 POKE 762,265 

00 109* GOTO 240 
HO 1900 REH IsMUM 

Til 1910 FOR 1 = 0 TO 27 

DJ 1*20 POKE £0300+1*0 

TN 1930 HEHT 1 1 POKE FLAG,1 

01 1946 POKE 711,100 

OR 1950 POKE 5C0UKT, 15 SPOKE FRAME j 1 
DP I960 POKE DL* 13, 00 E POKE DL+14,90 
NU 1970 POKE OL+43, ±56 1 POKE OL*44 , 100 
YB 1960 POKE DL + 2* , 112 I POKE &L+29,99 
5L 1990 POKE OL + 56 , 200 ; POKE DL+59,101 
JM £000 POKE 10, Of POKE 19, Oi POKE 20,6: RET 
URN 

SH 2010 REM HMHMilH 

IC 2020 RESTORE 2106 

FH 2036 FOR 1=6 TO 32 

TO 2640 READ A I POKE 1536 + 1 # A 

KB 2050 HEHT I ; POKE 512*0 2 POKE 513,6 

NC 2060 POKE 64206 , 192 i RETU RH 

PB 2070 REH V**i*\Mrt* M^\]\V\) 

CF 2060 SOUHD 6*0,0,01 SOUND 1 , 0 , 0 , 0 ! SOUKD 
2,0,0*0 

ZH 2090 SOUND 3 , O * 6, 0 : RETURN 
ON 2106 DATA 72,130,72*152,72,167,14,141, 
10, 212* 14 lj 23, 206, 169, 0, 141,26, 2fl8 ,141 

* 24, 200 

KH 2110 DATA 169,224,141,9,212,164,166,10 

4, 170, 104, 64 
UT 2120 HEM I ?l Mm S FiTH ! 1 1 M W*f 1 1 »] M yj**m* 
NU 2130 RESTORE 2190 
HI 2140 FOR 1=0 TO 990 
HK 2156 READ A ! POKE 20940+1^ A 
FK 2160 NEHT I 
AH 2174 RETURN 
HE 2100 REH ISfUilM 

HO 2190 DATA 169 , ?j 160 , 23 * 152 , 113 * 32 , 92 , 2 
20, 164 j 96 

QH 2200 DATA 173 , 9, £00 , 201 * 0* 246 , 3 , 141, 25 
2 , 11 2 

ON 2210 OAT A 173, 245 , 112 , 261* 0 , 249 * 3 , 76 , 1 
73 

HS 2220 6 AT A 114 , 32* 50 , 116 , 173, 241 f 112, 20 
1, O, 240, 3, 76, 219, 113,169, 1* 141, 241, 112 

* 173 

NO 2236 DATA 236,112,24,261,12,266,5,169* 
0, 141,236* 112*24, 201,6 , 144, 2, 176, 44, 17 
4 

GJ 2240 DATA 229,112,160,0,105*0*144,157* 
O r 140, 165,25, 144,157, 0 * 149,105* SO* 144, 
157 

CA 2250 £ATA 0 , 15ft P 105 , 76* 144 , 157 * 6, 151 , 2 
3£ , 20O, 192,25, 206 , 226 , 32 , 155, 114, 236, 2 
36,112 

HG 2260 DATA 76,166,113,174,229,112,169*0 
, 160.0, 105, 161, 144, 157, O, 146 P IBS, 126, 1 
44,157 

OA 22 70 DATA 0,149*105,151,144,157,6,150, 
185, 176 * 144,157, 0*151,232, 200, 1*2 .25 , 2 
06, 226 

RD 2260 DATA 32,153,114,230,236,112,173,2 
20, 112,141, 0* 200 , 141, 3, 200,24, 105 , B, 14 
lil 

HT 2296 DATA 20S, 24 , 105, 6 ^ 141 , 2 , 2R5, 24 , 10 
6*5, 141*4, 200, 230,199, 2, 173,199, 2*201 

TK 2300 DATA 64*200,5,169,56,141,139,2*32 
, 22 7, 113, 236, 236 , 112, 76 , 90 , 220 , 169, O, 1 
41 
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85 2318 DATA 241, 112, 76, 98, 228 j 173^245, 11 

2 , 281 ,6,246, 2*, 1.73 , 242 , 112 , 281 , 8 , 268 , 4 

3 ,173 

UU 2320 DAT 0 7 , 298 , 2B1 , 1 j 248 , 37 ,26* t A - 248 
,11, 230, «1, 112 P 109, 6,141,38,288,76, 29 

HQ 2338 DATA 1 1 4 , 238 , 22? , 1 1 2 , 1 73 , 24 5 , i 12 , 
281, 8, 24B i 12, 169, £34 , 141, 5, 2ift, 173, 22 9 
, 112 , 141 

FV 2348 DATA 4,218,96.238,46,116,173,48,1 
16, 281, 3, 286,11, 169, 8, 141 , 46, 116, 141,5 

OF 2358 DATA 210,141,4,218,173,128,2,281, 
11, 288, 8, 189, 138 , 141 , 3 , 218 , £86 , 229, 112 
,281 

K F 2368 DATA 7 , 286 , 8 , 16? , 138 , 14 1 , 3 , ZlO, 23 
8 , 229 P 112, 281 , 14 , 288, 32, 173, 245, 112, 26 
1,8 

JH 2778 DATA 248,19,173,242,112,261,1,248 
,lft,17£*7j 288, 281, 8, 248,11, 169, lj 141, 2 
42 

A D 2388 DATA 112 , 286 , Z£9 , 112 , 28ft , 229 , 112 , 
173, 223,112, 281,46, 288, 3, 238 , 228 , 1 1 2 , 2 
81,284,288 

MI 2198 DATA 3 , 286 r 220 , 112 , 1 7 3 , 229 , 112 , 28 
1,38,288,3,2 31,229,112, 281,172, 288,3,2 

86,72* 

UB 2488 DATA 112 * 169 * 8 , 141 j 38 , 288 , 96 , 169 , 
6, 174,229,112,157,18,147,157,13,147,16 
9,1 

HR 7419 DATA 157, 11 , 147, 157, 12, 147, 96, 32 j 
58, 116, 32, 164, 116, 2 3S ,232, 112 , 173, 232, 
112, 281 

ES 2426 DATA Z , Z4fl , 1 1 , 169 , 8 , 141 , 3 , 218 , 141 
,2, 218, 76,161, 116,169* 8, 141,232, 112,23 
8 

CC 2438 DATA 246 , 112 , 173 , 24 5 j 1 12 , 281 , 2 , 28 
6,5,169,8, 141, 246 , 112, 32 , 1S5 , 115 , 32 , 22 
7,113 

GP 2448 DATA 173,731*112,168,185,43,116,1 
66 , 24, 185 , 23 , 141, 47, 116, 174, 2*9 j 112, IB 
5, 281, 144 

NH 2438 DATA 157, B, 151 , 185, 224 , 144, 15? , O , 
146, 232,288, 284 , 4 7 , I 16 , 288 , 237 , 173 , 2 28 
, 112, 141 

CE 2468 DATA 8 , 288 , 141 , 3 , 288 , 1 73 , 231 , 1 1 2 , 
281, 1,248, 8, 1*9, 1,141, 233, 112, 7*. 35, 11 

S 

A 5 24 ?8 DATA 169.8,141,233,112,173,128,2, 
281,15,248,59,1*9,8,173,126,2,281,11,2 
48 

m 2460 DATA 38 , 201, 7 , 248 , 3 , 76 , 96 , 228 , 173 
,233 ,112, 261, 1*29®, 8*169, 1,141, 231, 112 

HT 2490 DATA 76 J lOi, 116 , 1*9, 8 , 141 , 231 , 112 
,76,181,115, 173, 233 r 112 j 291* 1*288, 11,16 

LC 2588 DATA 141 , 231 , 112 , 76 , 161 , lift , 169 , 3 
,141,231*112*32,155,115, 173,247, 112, 28 
1,8, 240 

GO 2518 DATA 41 , 236 , 242 , 112 P 173 , 242 , 112 , 2 
81,8, 248, 2fr, 24, 173, 231, 112, 2*1, 2, 144, 6 



CD 2528 DA f A 226,112,76,138,115,239,228,1 
12 , 2 86, 229,112,286, 229, 112, 76, 226, 114 , 
169, 8, 141 

HZ 253* DATA 242,112,76,98,226,173,234,11 
2 , 281, i, 248 , 11, 173, 132, 2, 281, 1, 248, 3, 3 
2 

MR 2548 DATA 236, 115, 96 , 174 , 236 , 112 , 171,1 
35,112,141,5. 288, 141 P 8, 218, 173, 237, 112 
j 181, 1 

H H 2558 DATA 176,22,238,235,112,173,235,1 
12,201,216, 286,11, 169,0,141,234,112, 14 
1,8, 218 

LJ 2568 DATA 141,1,218,96,286,235,112,173 
, 235,112, 281, 45,288, 11,169, 6, 141, 234,1 
12, 141 

&B 2578 DATA 0,218,141,1,218,96,174,236,1 
12,109,6,157,8,147,24,173,229,112,185, 
8 

«H Zbtitt DATA 141,236,112,173,226,112,185,. 
4,141, 235, 112, 169,1, 141, 234, 11Z, 174, 23 
6,112,169 



ZQ 2596 DATA 255,157,8,147,169,282,141,1, 
ZlB, 14, 173, 231 j 112, 281, 2 , 144 , 6 , 169 , 1 , 1 
41 

LZ 2688 DATA 237,112,96,169,8,141,237,112 
,9&, 6, 46, 92, 138, 8, 8, 6,286,236, 112,173 

IK 2616 DATA 23* , 1 12 . 281 , 25 5 , 208 , 8 , 32 , 7 2 , 
lift, 169, 7, 141, 236, 112, 141, 4, 212, 96,74, 
238 

2828 DATA 2 45,128,144,3,238,246,128,24 
, 238, 19, 12 5, 144, 3, 2 38, 28, 129, 24, 238, 4, 
129 

ri 2638 DATA 144,3,236,5,129,24,236,34,12 
9, 144, 3, 236, 35, 129, 238, 243, HZ, 173, 243 
,112 

BR 2648 DATA 281,28,288,45,169,8,141,243, 
112, 169, 66, 141, 245, 128, 169,9ft, 141, 24ft, 
128,169 

DP 2658 DATA 156, 14! , 19, 12* , 189, ±08 , 141, 2 
6,12 9,169,112,141,4,12 9, 189,9 9, 141,5, 1 
29,169 

IB £668 DATA 288,141,34.129,169,181,141,3 
5, 12 9, 96, 174,247, 112, 173, 738, 11* j 141, 1 
,288,173 

fH 2678 DATA 249* 112, 141 , 2 , 28ft* l6i # 8 , 17£* 
6*113,281, 6* 2*8,. 6* 185*143* 145, 1«?j§ j 14 
9 

AH 2886 DATA 173,255,112.281,8,248,6,185, 
129,14 5,157,6,158,232, 2flfl, 192,14, 28 8, 2 
24,238 

LA 26 90 DATA 247 , 112, »ft, 238 , 112 , 286 , 249 , 

112, 23ft, 193, 2,238, 194, 2,9ft 
CJ 2780 DATA ±£9,3,141,29,288,169,388 

EY 2718 DATA 388 

GM 2724 REM I tl iMiMJ ■ MaJilE 

RT 2738 RESTORE 2798 

HK 2748 FOR 1=8 TO 71 

KG 2758 READ ft I POKE 3 3888 + 1, A 

ru 2758 near i 

6J 2778 RETURN 

MZ 2788 ftCH tQL lI*"^ 

KO Z798 DATA 112 , 112 P 112, 78 , 144 , 97 

m 7888 DATA 78 , Z84 , 37 , 78 , ft , 98 , 86 , 66 , ?ft 

DC 2610 DATA 70,128,96,70,188,95,70,248,9 

8,78, 52, 99 , 86 , 112, 99 , 78 , 172, 99 
07 2620 DATA 70 , 2 3 2 , 9 9 P 7# ,36,1 88 r 78 ,96,16 

8,86, 156,188, 78,218, 188 

Z630 DATA 70, 26 , 181 , 70, 86 , 181 , 7ft, 148 , 1 

81,86,200,181,190,4,182 
VII 2640 DATA 00,64,182,2,2,2,6 5,232,178 
Kft 2658 REM I « i|; pri ! M J m 
PA 2688 RE5TOBC 7976 
DM 2676 rOR 2=0 TO 412 
UQ 2ftftft READ AlPOKE PMBA9E>I , A 
PM 2698 90UND 6, A, 14, 16 
Gft 2980 HEKT IgftETURM 
55 7918 REM I^MMIt^iaidKlfcl 

NC 2928 DATA 8,32,8,8,8^16,24,12,126,128, 

1 Z* , 120 , 1*5 j 196 ,£Z7, 255, Z5&, 2^5,265, 19 
3,64,32,256,255,6 
HG 2936 DATA 6, 8 4 1 , 1, 1, 8 4 8 , 8 , 8, 1ft j 23 , 15 , 1 
5,1*3. 287,287, 231, 238,198*2- 163, 97,775 
* 192 < 8 

IP 2948 DATA 8 , 8 , 16 , 1 6 , 136 , 72 , 8 6, 4ft„ 32 , 11 

2,184,252,252,236,226,224,96,46,10,24, 

6,148,140,0,8,8 
LP 2956 DATA 8,0,48,128,120,96,96,114,115 

, 126, 124, 112, 46, 46, 16, 8, 8, 8, ft, ft, 8, 8, 8, 

8,8 

KL 2900 DATA 0,8,32,8,0,0,16,24,148,128,1 

28 , 120, 195 , 195 , 227, 255 , 25S, 255 , 255.193 

,64,32, 255,255,8 
m 2978 DATA 8,8,1,1,1,8,0,0,6,16,23,15,1 

5 , 143 , 287 , 207 , 231 , 230 ,196,2, 102 ,162,22 

0,192*0 

UR 2968 DATA 0,0,16,16,136,72,68,46,32,11 

Z, 184, 2^2,252, 236, 228 , 224 , 96 , 48 , 16, 16 , 

16, 4S, 96, 8, 8 
HK 2990 DATA O, 6, 8, #0,128, 126, 7ft, 96, 112,1 

14, 127, 124, 4 ft, 44, 16, 8, ft, ft, 8, 8, Op 0,8, 8, 

t 

continued * 
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ATARI LOGO KIT 



00 KS 



A boxed set of two manuals for the LOGO 
programming language- This does not in- 
clude the LOGO cartridge bu| may be useful 
for children who are learning to use LOGO 
ai school or for anyone thai hes picked up 
the LOGO cartridge, maybe evein as a refer- 
ence for programmers who wish lo create 
their own versions of this language! 

Normally £i2.95 OUR PRICE £3,00 



BASKETBALL 



ROM 



An early spin-off from the VCS days- Very 
simple graphics, hut an addictive and chal- 
lenging game. I can remember playing this 
for hours on end In the early days. One or 
two players, live game variations. 

Normally £9.95 OUR PRICE 



DEFENDER 



ROM 



One of iha all time classics - perhaps one of 
the most addictive games ever. This is a top 
class version oi the arcade original. 

Norma tly £995 OU R PRI CE £5.95 



We have a VERY LIMITED number of the 
following items, so few in fact that they may be 
sold out by the time you read this! 
We will accept TELEPHONE ORDERS ONLY 



DIG DUG 



ROM 



Guide your hungry gardener as he tunnels 
beneath the earth searching for delicious 
fruits and vegetables. Beware of firebrea- 
thing Fygars and mischievous Pookas 
which can kill. For one or two players. 

Normally £1 2.95 OUR PRICE £6.95 



DONKEY KONG JR 



The tables are lumed. Mario has captured 
Donkey Kong bul Donkey Kong's bafty r/oy 
seeks revenge. In this one the llitlest hero of 
all breves the dangers of the jungle and 
Mario's fortified hldeoul 10 &&ve his papa- 

Norm&ty £12.95 OUR PRICE £6,95 



FINAL LEGACY 



ROM 



A three front war game that finds you 
aboard the warship Legacy in a mission to 
destroy the missile slies- of an enemy. Use 
torpedo s against enemy ships, sea to air 
missiles against plane attack and sea to 
land missiles against Installations, A strate- 
gic arcade game wiith six challenging levels. 

Normally £12.95 OUR PRICE £6.95 



THUNDERFOX 



CASS. 



A fairly recent Atari full price release that 
features horizontal scrolling action for the 
experienced garnesier - recover the Energy 
Crystals in your sleek Thunderfox space 
Ughier. Reviewed as a gem' by Paul Rixon 

Normally £7M OUR PRICE £2,95 



NUCLEUS 



CASS. 



Another space light for One or two players 
reviewed by Paul Rixon as original, chal- 
lenging and above all, immensely addictive 
game particularly enjoyable in two player 
mode\ 

OUR PRICE C2.QQ 



DOS 2 MASTER 


DISK 


DISKETTE 





The original DOS 2,0. Most people will have 
a copy of DOS but this is worth having for 
the full 100 page manual - r\o longer avail- 
able. 

VERY LIMITED SUPPLIES 

OUR PRICE £7.95 



TELEPHONE ORDERS ONLY ON 0785 21 3928 PAYMENT BY ACCESS, VISA or SWITCH 



All prices, plus £1 per order for post and packing 
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ZK 3888 DATA 0^,48,120,120,96,224,242,24 
3 , 254,252 , 248 , & A 248 , 144 j 144 , 144 , 0 < 144, 

0,0, Si a 

OU 3010 ft AT A 0,32,0,8,0,16, 24,12, ft, 6,0,0, 

24eii,# f ei a j 144,0,216, 8,0, a 

t& 302* DATA 8,0,43 j 1Z0, 128, 95 j 224, 242, 24 
3 , Zb* . 252 ,248, a , 24ft, 144,136 , 136 , I2B , 72 

ZE 3038 DATA O, 32, a , & ,0, 16 , 24 , 12 , a , 8 , 0, 0 , 

24i,B,fl J e i 0 l 72, o j 100, a, 0,8 

ZT 304ft DATA 8,0,12 , 30, IB, 6, 7, 79,287, 127* 

63 j 1 5 , 0 , 1 5 j 9 , ^ i 5 rftj 9 , 8 , A , 0 , 0 

hs sasa data 0,4,0,0,0,0,24,40,0,0,0,0,15 

, 6 > O r 4 r ft j 5 , a, 27,0, a, 8 
JZ 3868 DATA S J ft,12 J 3fl J Je i 6 J 7 J 75,297,U? f 

63, 15,0, is , 9, 17,17, 1,10, a, e,e,0 

TH &87B DATA ft, 4,8,8, 0, a, 24, 48, 0, 8 , a , ft, 15 

, a, b t a j 8 1 is j a j S4 p a j 

PH 3090 DATA ft r 255 , 255,1*9, 219,219, 219,13 

9,219,219,219,255,255,0 
IB 30*8 DATA 8,0,112, 240,286, 204,192, 204 j 

286, 240 j 112, 8,0,0 
EK 3188 DATA 300 

f z ;ii« rem TTTWffT'l HllflL HT1 

LV 3120 RESTORE 3158 
DV 31X0 CHDASE = 35040 

at 314a cn-ii a M5H0 3»a 

HG 31Sft DATA 6 , 28, 20, 62 , 62, 28 , 26, B 

EB 3168 CU-34:G0SUB 3390 

Lfl 3fl^0 DATA 8,8,7ft, 78,78, 78, 8>l! 

Eft 3*00 CH-35iG05Uft 3390 

Ut 3198 DATA 8 , A , ft, 20 , 20 , 0, 0, 0 

EF 3200 CH-Jfc;£OSUB 3X90 



MM 


7210 


DATA 8, 8,8,0, 16, 56, 124 , 2S5 




EU 


3228 


CH=37 1 CftStftl 3390 




DO 


3238 


DATA 1,3,7^15,31,63,127,255 




FL 


324ft 


CH=3ftsG05UB 339B 




AB 


32 s a 


DATA 120, 1*2, 224, 240, 246,252 


#254, 




255 






DI 


1260 


GH-41;G05UB 3398 




FC 


3270 


DATA 255*8,187,178,178,107,8 


,255 


ES 


3288 


CH-44 ■ 3398 




JE 


3290 


DATA 127,93,107,54,54,54,28, 


28 


ED 


3368 


CH=46 1 GO 5110 3398 




DM 


3318 


DATA 7,8,7,7,7,31,63,52 




LH 


3720 


CH-45 : G85UB 3398 




KU 


3330 


DATA 28,8,8,20,28,20,28,28 




fh 


3348 


Clf=39 S GfiSUD 3390 




MI 


3358 


DATA 2S5, £55,255, 255,255, 255, 255, 




255 






DU 


3368 


CH-T42 1 GOSUft 3398 






3378 


DATA 255,8,189,189,109,189,8 


,255 


BF 


3388 


RETURN 




Q« 


33911 


FOR 1=8 TO 7 i READ D 




PR 


34aa 


POK E C HO A^ E * CCtfW-83 + 1 , D ! HEHT 


I 


AH 


341ft 


RETURN 




GC 


3428 


LlijHC CLEAR R 0 • 




tM 


3430 


DXH fTIS i RESTORE 3478 




EU 


344B 


FOR 151 TO 38 




DM 


3458 


READ A:MC£CI r 13=:CHRSCAl 






3468 


HEHT I 1 RETURN 




TS 


3478 


DATA 184, 104, 133, 284, 184,133, 283, 




184, 184, 133,285, 1&2, 0,169, 0,168,8 


#145, 




203, 280 




T0 


34B0 


DATA 200,251,230,284,232,220 


,205, 




2ft8, 242,96 










• 
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NOW RESET PROOF! 



HOW TO TYPE IN THE LISTINGS 
AND GET THEM RIGHT FIRST TIME! 

OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 



Here is an amended version ol our TYPO 3 program which we recom- 
mend that all readers use when typing in programs. This version Is lully 
compatible with earlier versions but is now 'Reset proof' so that if you 
press the System Reset key you will not loose the TYPO facility. 
If you have already typed in TYPO the changes are shown in the panel 
below and can simply be added to your original program. 



WHAT TYPO IS ALL ABOUT 

The program 1 1 slings In NEW ATARI USER are prepared carefully to 
ensure thai ihey can be typed in as easily as possible. Before typing any 
listings ensure thai you are familiar with the use of trie Shift and 
CONTROL and INVERSE keys as outlined in your computer manual. The 
listings are prepared to match exactly what you see on screen. By using 
TVPO 3 you cart ensure that you type in ihe programs EXACTLY as ihey 
are- primed. Re-member, a single lyping mi slake may mean a program will 
no! run. 

WHAT ARE THOSE CODES? 

Each line of a program printed in NEW ATARI USER begins with a 
spec is! two letter code. THESE SHOULD NOT BE TYPED IN. They are 
used by the program TYPO to check that you have typed each line 
correctly. IF YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LISTING 
PLEASE 00 SO NOW, The program can be used as you type in each line 
of a program or to check an already typed program. The code for each 
line will match but if you have problems check the control characters 
shown in your manual, you are most probably typing a CONTROL 
character incorrectly. TYPO 3 cannol check whether a line has been 
missed so if the TYPO codes match and you still have problems in 
running a listing count the lines in the program and ensure none are 
missing. If the TYPO codes match, there are no missing lines and the 
program still does not run, LIST it to cassette or disk using LIST "C; IK or 
LIST "^filename", switch off the computer, re-bool and then ENTER the 
program using ENTER "C: IP or ENTER "Di filename". Save this version in 
the normal way. 

HOW TO USE TYPO 3 

1 . Type in the listing carefully for although you can use TYPO 3 to 
check itself (see 6 below) il may not work II you have made 
mistakes. 

2. SAVE or CSAVE a copy ol the program. 

3. Each time you want to type in a program listing RUN TYPO 3 first, 
The program will install a machine code routine In memory and 
then delete it sell. Now type in a line as shown in the magazine 
excluding Ihe first two letter code and press RETURN. 

4. A two letter code will appear at the top left of your screen. If this 
code matches the one in the magazine carry on and type the next 
line. Note, the code will no! match if you use abbreviations. If you 
prefer to use abbreviations LIST the line you have just typed, move 
the cursor to thai line and press RETURN. The code should now 
match. 

5. If the code does not match, use the editing keys to correct the line 
and press RETURN again. Repeat if necessary until the codes 
match. 

6. To check a line you have already typed LIST the line, place the 
cursor on that line and press RETURN. 

7. When you have finished a listing just SAVE or CSAVE it in the 
normal way. 

You can type in a program without using TYPO 3 and then check It 
by SAVE I ng or CSAVEIng a copy of the program, running TYPO 3 and 
then LOADing or CLOADing your program and proceeding as in step 
& above. 

Always SAVE or GSAVE a program before running it and always use 
TYPO beiore telling us I hat a program will not run. 



Cfl e hem tt 

HE 1 REM A 

2 IR E M it 



ST 

EL 3 REM R 
4 



SF 
ME 
VP 
ZK 
EE 
DA 



5 
& 
7 
3 
9 



TYPO III H 

An Error Checker for It 

HEH ATARI USER PROGRAMS H 

HEM » — a 

rem a original ty published by a 

ANTIC Magazine It 

Updated by Alec Benson tf 

and Raphael Cspinc n 
uuuiiinmujtuiH nullum mini ii iiiiim u minBa 



REM B 
HEP! tt 
REM tt 
REM 
AY IB REM 
SC IBB GRAPHICS ■ 

FH Lie TRAP Sefl; FOR 1 = 15536 TO 1791 : ft CAD A 

|IP A OlNT Cft J THEM POP 5 GOTO 50& 
KH 115 CK=CK + A:PDKE I, fl i M E >I T I 
CG 120 IF CKO 30765 THEN 7 "Error In DATA 

statPHerls - Check Typ 1 fig" K END 
VM 130 A=USRC1536) 

DN 135 POKE 9,3: POKE Z, It POKE I,* 
WT lift 7 ;? "TVPO III is up and running"! 
HEM 

BH 500 IF PEEK 117 53 =S THEN ? "HOT ENOUGH 
DATA STATEMENTS PLEASE CHECK LINES 

£B» TO 131«"CE«9 
GS 510 ERRLINE=PEEK 11B33 *25G+*PEEK C1S41 lER 

R N U M= PEEK E 1 0 2 1 
JO $10 T "ERROR IN STATEMENT " i ERRNUM+1 ; " 
IN THE FOLLOWING LINE 11 :? : LIST ERHLlN 





E 




OA 


538 END 


m 


ieee 


& AT A 


m 


isie 


DATA 


HD 


lexe 


DATA 


RX 


i«t 


OAT A 


RH 


1040 


DATA 


TO 


ieee 


DATA 


KC 


iese 


0 ATA 


EU 


1S7B 


DATA 


■N 


LB80 


OAT A 


KK 


1B30 


DATA 


£R 


1100 


DAI A 


LD 


1110 


DATA 


JM 


1126 


DATA 


TU 


1130 


DATA 


IN 


1140 


DATA 


MF 


1450 


DATA 


HL 


11U 


DATA 




66 




TM 


lire 


DATA 




iei 




AH 


use 


DATA 




3 




KH 


119 0 


DATA 


NH 


izee 


DATA 


GF 


1210 


DATA 


EA 


1220 


DATA 


TMJ 


1230 


DATA 


SK 


1240 


DATA 




162 




CB 


1Z5S 


DATA 


KH 


1260 


DATA 


MB 


127B 


DATA 




16? 




DC 


izae 


E-ft T A 




5 




m 


IZ3B- 


DATA 


OA 


1300 


DATA 




0 




MO 


13.10 


DATA 



O^lfrS, ZB7 # 1H| ie4>16B P 200,6 



TYPO 3 - IMPORTANT 

TYPO 3 now has improved error checking routines when typing 
the listing in. When you lirsi run the program most typing errors 
will be indicated on screen. Amend the line shown and save the 
program again before running St, This is important since TYPO will 
delete itself when successfully run and you will lo$e the program 
unless you have saved it! 
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IPSTER 




Hi there, this is the all new Tipster writing for the 
jirst time. I'll bring you all the best hints n r tips for 
your favourite shoot' em ups and adventures alike 
just as before. This time round though I'll start off 
by apologising for any mistakes and misde- 
meanours which will probably happen in this Jirst 
column but please bear with me as Fm only small! 
The Jirst complete solution of this new column is 
for GUNSUNGBR. I haven't had many solutions 
(none in jact!) for Public Domain adventures or 
perhaps The Domes of Sha or The Jade Stone (they 
can't be that hard can they?) so get writing as its 
your help that keeps this column going and there- 
fore fielps other people. But enough of this chit chat 
and on with the show ....... 



UNIVERAL HERO 



Firstly I must put to rest the controversy that 
surrounds UNIVERSAL HrCRQ from Mastertronic. 
Tve had mountains of tellers about how to finish 
the game and the answer is - YOU CANT. When 
you try to enter the LD, on the computer it comes 
up with an "ERROR 164" and crashes. This is 
because it was ported across from another com- 
puter but doesn't work. Nice one Mastertronic! 



TAKE MY TIP 
YOUNG MAN 



*THIS IS THE 
COMMANDER' 



NATO COMMANDER should no longer pose a problem For you 
people who like to dice with death thanks to Richard Legge of 
Aberdeen, To launch nuclear missiles without having to ask 
for the rammanders permission change line 3*24-] 

From: 3241 IF NUK OR VP< K25G 

To: 3241 IF NUK OR VP>-K256 



This will allow you to launch nuclear missiles at any part of 
the game. 



COSMIC 
PIRATE 



Also from Richard arc these additional 
tips for COSMIC PIRATE and Winter 
Olympiad. In COSMIC PIRATE if you're in 
debt because you have to restart mis- 
sions, then on the options screen press 
reset and you will then he paid up. This works even though 
you have completed some missions so you can carry on from 
the mission which you left, 



When you choose the option to load the 
next event In WINTKR OLYMPIAD select 
It and the medal table will appear. 
Press KKSKT, then have another go. 
Your medals will increase allowing you 
to have in Unite medals if you repeat 
this process. 



WINTER 
OLYMPIAD 



IB 



s 




p 




E 




E 


A 


D 


C 
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From across the water comes the Grand Prix riders saviour, as 
Andrew Sease from Belfast gives all those twists and turns from 
Zeooeiin's SPEED ACE. 



Brands Hatch R-R-L-L-R-R-R-L-L-FINISH 
Daytona L-R-L- L-R-L-L- L-L- R-L- L-L-L-F I N I SH 
J a rma R- H - R - L-L- R- L- R- R- L-R- L-L-R-R'F I N ISH 
Monza R- L- L-L- R- L- R- L- R - FINIS H 
Paul Ricard L-R - L-R-L- R- R-L- R-L-R- FINISH 
San Marino R-L-R-L-R-L-R-R-R-L-R-R-L-L-FINISH 
S i I ve rs tone R - L-R-L- R- R-L- R-FI N I SH 
A nd erstoorp R- L-L-R-L- R- R- R - F I N l$H 





UNDER- 
TAKER 
(INSIDE) 



BARBER 
[W SI DEI 



TRADING 
STORE 
(INSIDE) 



TO CASINO 



LIYFHY 



LIVER* 



UVERY' 
HOUSE 



JNDlR- 
TAKER 



BERBER 



NLV- 
HARDWARE 
STORE 



CASINO 
(INSIDE) 



TRADING 
STORE 



STORE 
I INSIDER 



TO HOUSE 



Sheriff^ 
OFFICE 
| IN SI DEI 



JAIL 

(IHSIDEl 



CASINO 



tVILDK 



STORE 



[FRY 
GOODS 



HOUSES 



MOUSES 



SHERIFF'S 
OFFICE 



V AI! 



JAIL 
(OUTSIDE 



TOLIVf r-v 



MINF5 



HOUSE 



K.U. 
COPa_ 



STREEY 



DOCS 



HOUSE 



TO STORE 



HCUSl 



STREET 



TO S TflCE^ 



BANK 



STHEET 



HOTEL 



STREET 



LIQUOR 
3TOflE 
(INSIDEI 



HOTEL 



SALOON 
(INSIDE! 



NOUSES 



LIOUOR 
3TOAE 



SALOON 



STREET 



STREET 



STREET 



TO BANK 



DON'T BE SHY! 



MORE OVERLEAF 

Deep from the depths of Telford comes the spells for PRICE OF 
MAJIK from Craig Wright. He says it helps incredibly (hat you know 
the spells but don't take his word far it have a go yourself! 




Now comes a clutch of tips from an anonymous tip provider 
from Naxxar in Malta (its all right you'll get your badge!) 
Firstly the passwords for screens 5,9, 15 and 19 of OLLIES 
FOLLIES. They are FRANK, KAN DA, NORBI and ZOOOM 
respectfully. For all you Bruce Lee's out there here Is how to 
complete the second level in KARATEKA Position your 
player with just your fool touching the shadow of the door, 
then either kick or punch and the door falls down, after a few 
moments it will go up so pass now. If you touch the door you 
will loose some health points. Also if you arrive, near the 
princess, run towards her otherwise she will kick you and kill 
you, Press the SPACE BAR and B and the player will how. 



FOCUS SPELL 

Crystal ball ESP 

Pendulum DOW 

Prism XAM 
Feldspar lensSEE 

Staff HYP 

Candle SPY 

Wheel DED 

Claw SAN 

MirrorL IT/ZEN 



FOCUS 

Gri moire 

Broom 

Trumpet 

Ashes 

Cross 

Axe 

Boxl 

Valerian 



SPELL 
MAD 
FLY 
BOM 
ZAP 
DET 
KIL 
BM 
FIX 



i 



s there something wrong with me? Do my feet smell or 
something?* because here is a trilogy of tips from 
another reader who wishes to remain anonymous, this 
time from Youghal, County Cork. 

DEATH KAi^Kf - keep tour speed to around 
250mph . Keep to the left hand side of the track and 
only dodge cans when you have to. 
STAR WARS - on any of the trenches stay as 
low as possible and then blast a couple of shots down 
the tube et. votlal 
Last but not least comes ... 

PANTHER where if you get down low and only 
shoot when the aliens do, as they only shoot when they 
are on the same level as you. 



AND THE WINNER IS ... 



This issue's prize goes to Rob Davidson so Shepton 
Mallet mill soon be echoing fa the sound of those 
magic AIR DRUMS. Apologies to Rob s muni and dad! 

For the next lot of hints and tips we have on offer A 
1 2 GAME COMPENDIUM SET which gives you the 
chance to play all your favourite board games 
wherever you. are - includes Rautette* Backgammon, 
casino Craps, Chess, Draugh ts, Pool, Black Jack, 
Crlbbage, Dominoes* Chinese Checkers, Straight 
(Mill} and Surround. It's all packed, away in a spe- 
cial presentation box. You'tt probably never touch 
your computer again! 

To stand a. chance of getting this prize you must 
send in your hints, tips, solutions or maps for the 
next issue. Get moving! 
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GUNSLINGER 

THE SOLUTION 



And now. as they say, for something completely different- Saddle 
up your hoss pardners and mosey on out with Barak Lamado from 
from Israel as he gives you the solution to GUNSLINGER. As normal 
the commands have been written backwards so that DROP ALL = 
PORD LLA. 

N, N, W, N ,TIS, TOOHS NAM, LAETS YENQM, S, 
E, S, S, S, W, YUB TEKCIT, TEG TEKCIT, E, EVIG 
TEKCIT, TEG TNILF, E, E, N, N, W, U, W, TEG 
RORRIM, E, D, E, N, N, W, TEG RETSOP, E, N, N, N, 
N, TEG GEK, 5, S, S, S, S, S, S, S, S, PORD GEK, 
THGIL ESUF, N, TIAW, D, N, TEG PMAL, THGIL 
PMAL, N, W, N, TEG EXA, S, E, N, E, THGILNU 
PMAL, N, GID, TEG LATSYRC, S, THGIL PMAL, W, 
S, OG RAC, TIAW, TIAW, TIAW, EKARB, TIAW, 
TIAW, PORD TNILF, PORD PMAL, PORD EXA, U, U, 
NWOD FFILCj S, S, S, S, S, S, S, S, E, EVIG 
LATSYRC, TEG XOB, W, W t W, HCRAES DLOG, 
TEG TEGGUN, E, E, E, EVIG TEGGUN, TNUOM 
ELUM, W, N, N, N, N, N, N, N, N, U, E, D, N, N, N, N, 
EVIG RETSOP, EVIG RORRIM, S, S, E, E, E, 
TNUOMSID, OG EONAC, TIAW, TIAW, KCUD, 
BMILC HCNARB, E, E, N, N, N, W, W, TEG ESUF, 
RAEW ESUF, (TA SIHT EG ATS, OUY DLUOHS TEG 
THGUAC ROF GNILAETS EHT EPOR. TSUJ KLAW 
DNUORA ROF TUOBA YTNEWT SNRUT, LITNU 
UOY DNIF FLESRUOY Nl A NOSIRP LLEC), TIAW, 
TIAW, TIAW, TIAW, TEG NOOPS, TEG LWOB, 
KNIRD PUOS, TIAW, TIAW, TIAW, TIAW, TIAW, TEG 
ETTERAGIC, U, GID LLAW, OG GNINEPO, EIT 
ESUF, D, THGIL ESUF, N, E, OG NIART, U, TIAW, D, 
NEPO ROOD, E, E, E, N, N, N, N, N, N, N, N, E, E, 
KLAT NAM, W, W, S, S, S s S, S, W, TEG ELFIR, 
TNUOM ESROH, E, E, N, TNUOMSID,( NIAGA, UOY 
NAC EKAT A KLAW, TUB YOU DLUOHS NRUTER 
OT SIHT YELLA SA NOOS SA UOY RAEH EHT 
SLLEB GNIGNIR), W, N, E, E, KOOL NRETSEW 
WODNIW, TOOHS EPOR, OG NREHTUOS WOD- 
NIW. SIHT SI Tl!!!!! UOY EVAH TSUJ DETELPMOC 
"REGNILSNUG"!!!!! 



QUICKIES ... QUICKIES ... QUICKIES 



A quickie from Simon Bo stock of Lychpit 
Basingis for TIMES LIP, If you miss an orb, crash 
and get the orb again, this saves you going over 
the same ground twice. 



"I ain't 'fraid 
of no ghosts" 

. . . . because Rob Davidson of Sliepton Mallet has also given me a 
few kevs that are undocumented in GHOSTBUSTERS* SPACE 

ir 

yells "GHOSTBUSTERSr when you press it on the title screen: 
OPTION turns off the "piP s ' on the franchise screen; and SELECT 
returns to ihe Vehicle Se led ion scree el Tilings aren't nil rosy in 
Shepton Mallei as Rob is stuck on, MOLECULE MAN. he can't, 
for the life of him work out what to do. So if any of yon out there 
know what to do then write in with the answer. 

Mastertronic s SPEED ZONE is easier thanks to Rob Davidson 
rrhanx also for the map of Gunflgjiter) He recommends that you 
stay roughly in the middle of the screen and move around accord- 
ingly with minimum damage being done. 




One corker of a tip from the writer of 2YBEX 
himself. Brian Jobling asked by yours truly, at 
the CES show at Earls Court. In September. You 
can have all the weapons at any time by pressing 
the OPTION button but this only works if you've 
got an OMNIMON chip (sorry!). 



HELP! ! 



There are a lot of stuck people out there and they need your 
help! Kevin Cooke needs help on LAPIS PHILOSOPHOR- 
UM t especially with how to get past the guards and out of 
the city. Yasser Nabi of Southend- on -Sea would like some help 
with SPY HUNTER and GUWLAW. GRAND PRIX 
SIMULATOR from Code-masters Is causing problems for 
Am] id of KeighJey. He wants to know if there is a way to start 
on the level you left off from. 

This months Tipster prize goes to Rota Davidson for his map of Gun- 
fi^hter and tips for Speed zone and Gho&tbusters, Don't despair as 
no- one can win the prize twice (HI make sure of thai]. 

Well that's about it for mis issue H but never fear I'll be back next Lime 
with al] your best hints and dps and with another solution to an 
adventure. If you've completed a game or have any hints on game play 
then send Lhem in as this is your column, for your genius. 

Tin off write now to give those 1 nasty aliens some electric death they 
won't forget in a hurry so until next time, TXF.N. 

Please send all your hints p n T tips to: 

THE TIPSTER 
New Atari User 
P.O. BOX 54 
STAFFORD 
ST 16 1DR 
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1990 iT (I ST 




PERIPHERALS & ACCESSORIES 




MONITORS 



JOYSTICKS 





A MUST FOR 

ALL ATARI 
ST O WNERS! 

AND 
ITS 



If you own an Atari ST, then you will not want to miss 
the FREE Atari ST Product Guide from Silica Shop. This 
48 page, full colour guide is packed with details of 
peripherals, accessories, books and software for the 
Atari ST range of computers. In fact, the 1990 Atari ST 
Product Guide is the most comprehensive product 
handbook available for Atari ST owners. Not only does 
the Product Guide provide an invaluable source of in- 
formation to Atari ST computer users, it is available ab- 
solutely FREE OF CHARGE! Just complete and return 
the coupon below for your FREE COPY! In addition 
to ALL Atari hardware, the range of products featured 
in the catalogue includes: 

PERIPHERALS; 



SOFTWARE & ROOKS 



PLUS MUCH MORE! 

SEND FOR YOUR FREE PRODUCT GUIDE! 



Robotics 

Hard Disk Drives 

MID I/Music 

Monitors 

Printers 



Clocks 
Emulators 
Modems 
Mouse controllers 
Scanners 



Sound Digitisers Souid Samplers 



Floppy Disk Drives 
Graphic Tablets 
Modulators 
Plotters 

Scientific Equip 
Video Enhancers 



Cables 
Disk Boxes 
Monitor Access 
Printer Labels 
Stands 



ACCESSORIES: 

Cleaning Kits Di^ks 
Dust Covers 
Mouse Access 
Printer Paper 
Upgrades 



Joysticks 
Power Supplies 
Printer Ribbons 



ST Dedicated 



BOOKS: 

68000 Processor General Computing 

SOFTWARE - ENTERTAINMENT: 

Arcade Games Compilations Advanced Sims 
Sport Sins. Adventures Board & Strategy 

SOFTWARE ■ PRODUCTIVITY: 



Art & Graphics 
Conn muni cations 
Education/Chi Ids 
Spreadsheets 



Accounts 
Databases 
Music 
Utilities 



CAD 

Desktop Publishing 
Programming 
Word Processors 




"this- 




EDUCATIONAL 




& STILL MORE! 

RETURN THE COUPON NOW! 



COMPLETE & RETURN 

THE COUPON FOR YOUR 



FREE COPY ► 



OF THE 1990 ATARI ST 

48 page PRODUCT GUIDE 

FROM SILICA SHOP - THE ATARI SPECIALI 



MAIL 0RDEP: 1-4 The Mews, Hatherley Fid, Sidcup. Ken, DAM 4DX Tel: 081-309 1111 

OnlW Lir*S Q\&n LV ifi-Sffl WM^m-fl-flOpm r-Jfr Lalfl Mtghl Op*fwr>g Fa* No. 061 3Q3 Q5Q3 

LONDON SHOP: 52 Tottenham Court Road, London, WiP OBA Tel: 071 SAD 4001 

OiiHiiin u Hogg: LkiTi gbi B.3DBm-&iSCpffl Lai* Might Thursday ■urrlll Bpm Fax He 071353 *737 

SIDCUP SHOP: 1-4 The Mews, Hathe-rlev Rd, Sidcup. Kent, DA14 4QX lei: 081*312 8911 



Qp^nlng Haurt: ManBal 9Mam-&j:pTi 



L-ribe- Might ^-nday ut!i 



fax No 0BI-XJ9 OT^T 



BUSINESS/EDUCATION: U The Mews, Hitherto Rd, Sidcup. Kent, DAI J m Tel: 081-308 OBo& 

Qrd*r Lin« Dptft: Mnn-Ri 3 DOam G.OOp-n tfcsec on SaU'tia/i Fax No :i:.iH :is:.m 



P"o: SiEca Shop. Dept PsE^I^Mi.™ T™te™BatSey^M, 5™p,Tenl dST^ 4dS^ 

PLEASE SEND ME A FREE ST PRODUCT GUIDE 



Silica arrt '.hit JK :; Ni> 1 Aluri SpfcdaliSlSL Wa have Man 
established ror over 1£ years, and hara an annual Eurn^w 
i?l £ -0 milliun. With uur fiKpfirifirt&ti- and expertise, we oan 
claim lo meel aur custc-rnffrs requirements wih an 
undisrsi»nc!iirtj which is- second to none-. Bui don I l=I -a-;s 
ol - word tor it. ComiHele and nelurn 1he cwupcin V?r our aiosi 
r.-ee liieriiurtr and i to experience ihe "Sil ca Service '. 




§HOP 



Mr/Mrei'Ms: Initials; &i..irnamft: 



Andreas 



Postcode: 



TbI- 

I C I . I.LI IJLI IJII I I JLI Ubl I IILI IJLI I lllll llll I 1911 I I <■ I I I I ■ I I I JII I II 



GampulBn(s). do ye. v- 



Which 



FLIGHT SIMULATOR 



DEAD-RECKONING 




Flight Simulator II by Sub- Logic needs no introduction 
to readers of NEW ATARI USER. For leading articles 
see Issues 21 , 28. 40 and 43-45. For the uninitiated, 
FSII is a real-time flight simulator, i.e. a flight of 45 minutes 
actually takes 45 minutes at the key-board, [t faithfully repro- 
duces the flight characteristics of the aircraft, In use, which is a 
Piper Cherokee Archer on the 8-bit Atari, or a choice of Learjet 
or a Cessna 182 on the ST, and is as near as most of us are 
likely to get to piloting a real aircraft. 
The manuals provided are very thorough P especially In the 
8-bit version, including a basic grounding in flight physics and 
a series ol flying lessons. The one real gap though, is basic 
navigation by dead- reckoning, and Lhis is a gap which I shall 
try to fill. 

In real life the speed and direction of the wind varies at 
different heights, and in FS2 this too can be preset from an 
easy to use editor. But strong winds can drift an aircraft way 
oil course, and even with the excellent radio na\igation in- 
eluded in FSE1, the serious an it -chair pilot likes to know in 
which direction to point his nose in order to obtain the correct 
course from A to B, In this article I shall try to demonstrate a 
reasonably sir a Ight forward way of doing this by a time-hon- 
oured graphical method, and also provide a program listing 
which will do it all for you. After all. what else is the serious 
arm-chair pilot's computer for? 
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FIGURE I 
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FIGURE 2 



"DEAD RECKONING" 

TTiis method of navigation makes use of die "triangle of 
forces", which may still be found lurking In old Maths and 
Physics text books. To try out the examples for yourself, you 
will need a sharp pencil, a protractor for measuring angles and 
a ruler with an accurate centimetre and millimetre scale. I find 
that a pencil-rubber also comes in very handy! 

Kow> how does the wind affect the flight path of an aircraft? 
Suppose that you wish to fly North from A to B at 130 knots 
for one hour. After one hour you would expect to be exactly 
130 nautical miles North of your starting point. But suppose 
that there is a 30 knot wind blowing from the West. The body 
of air through which your aircraft is flying is itself travelling 
West at a speed of 30 knots. The actual course followed by the 
aircraft, will be the combination of your northerly heading and 
the westward movement of the air, as shown in diagram 1 , 
ending up at C some 30 nautical miles to Lhc East of your 
intended destination. 

By drawing accurately to scale we can build on diagram 1 and 
use it to predict what heading to fly the aircraft in order to end 
up at our intended destination, H. 
Choose a convenient scale, such as lmm=lknot. First, draw 
your desired course from A, in the South. Lo B, in Lhc North. 
Precise length is not important lor this line, but make it about 
14cm long. Now draw a line to represent the 30 knot wind, 

starting at A, draw it in the direction from which rhi- wind 
is coming. Draw this line exactly 3cm long to represent 30 
knots. This is line AD in diagram 2. 
From poinL D draw a line DE, exactly parallel to your 
desired course, AB. Now place a ruler so thai the zero on 
the ruler coincides with your starting point A. Always 
keeping the zero at A. rotate the ruler so that It crosses 
line DE. At the point where 13cm on the ruler (to repre- 
sent: your airspeed) exactly crosses the line DE, stop 
rotating the ruler and draw a connecting line from A to 
DE. Where it crosses the line, we shall call F> as shown in 
diagram 2. 

The direction of this line Is precisely the compass head 
ing which the aircraft must fly so that its track over the 
ground coincides with the desired course AB. 
One more useful piece of information can be gleaned 
from the diagram. Draw a line from F, keeping parallel to 
the wind vector AD, so that it crosses the course, AB. Let s 
call this intersection G. The length of the line AO repre 
scnts the actual speed, in knots, of the aircraft over the 
ground, i.e. its groundspced. The groundspecd, which 
represents the aircraft's true progress, Is the combination 
of its airspeed and the influence of the wind. 
Well done. Vou have constructed a parallelogram of for- 
ces by adding the aircraft and wind vectors. A vector is a 
quantity which has both a magnitude and a direction. 



GHT NAVIGATION 

YOU KEEP ENDING UP AT THE WRONG DESTINATION 



With angles other than 90 degrees the result will be a true 
parallelogram, rather than a rectangle, 

Now measure the line AG. It should he exactly 12.69cm long* 
which means that the aircraft 's ground speed will be 126/9 
knots. The time required to reach your destination is then 
easily calculated, since flight lime =distance/ speed, 

THE PROGRAM 

And now the good news lor those oi you who do not get their 
jollies from painstaking drawings. The Sub -Logic Aircraft Cor- 
poration, with startling foresight, has equipped every crew 
room with an Atari computer, a ropy of KSll and a copy of the 
navigation program shown in the listing. 

On hoot up. an appropriate signature tune Is played. When 
you have heard enough, just press START- The program is 
designed to be easy to use and consists of a simple Graphics 1 
screen containing the required information prompts, which 
appear one at a time, and the resu lts of the calculations are 
finally displayed at the bottom of the screen. For printer 
owners, there is an option to print out all the details Included 
in the screen display. NOTE: All distances must be in nautical 
miles, and all speeds in knots. 

You are asked to enter the compass bearings of the desired 
course and of the wind, together with the airspeed of the 
aircraft and the wind speed. Take care when entering the com- 
pass bearing of the wind. There Ls a long standing convention 
that the compass direction that is always quoted is the direc- 
tion from which the wind is COMING FROM. Enter this when 
asked ibr the wind bearing. For example, an East wind is 
blowing from the East- Here you would enter 90 degrees. 

The compass bearing of the chosen destination can be found 
from the FSM aeronautical map by careful use of a protractor. 
Make sure that the 0 degree line on the protractor is aligned 
with 0 degrees on the compass rose* printed on every VOR 
beacon. Alternatively, If the destination airfield is equipped 
with a VOR beacon, and is within radio range of the starting 
point P sit at the start and tune in NAV1. Then adjust the 
omul bearing indicator until the vertical line is erectly in the 
middle and the instrument displays TG\ The compass bearing 
on the instrument is the required bearing to enter into the 
navigation program, and the [)MK displays the distance in 
nautical miles, Alternatively, a nautical mile scale is printed on 



PROGRAM 0WB1MF 



the aeronautical map for measuring distances, 
What happens if the wind is travelling faster than the air- 
craft? Just enter the figures, and see, 

THE LISTING DETAILS 

The essentials of the program are fairry short, ending at line 
3130. Thereafter, the masses of DATA statements are only 
included for the music, if this is of no intercut, and you are 
looking for a way to ease those throbbing linger tips, ignore ail 
lines from 4000 onwards. Alternatively, just type in some of 
the music data, including the sub-routine at lines 4000-4085, 
but make sure that the FOR loop at line 4010 matches the 
number of DATA statements which you have included. 

Variable names are a bit long-winded (no pun intended, 
honest?) so that the calculations will be fairly straightforward 
to interpret. Lines 270-310 calculate the ANGLE to add or 
subtract to the COURSE in order to obtain the HEADING to 
fly, There follows much IFiing and b tit ting to decide whether to 
add this correction, or to subtract it. Just one of the complica- 
tions ol working with a 360 degree compass! 

The calculations make use of the trigonometric sine function, 
however, Atari Basic does not include Arcsine, which converts 
a sine back to an angle. Fortunately, it does include Arctan, 
which converts tangents back to angles, so two simple rela- 
tionships are made use of: 

(i) SlN(a)/COS(a)=TAN(a) 

(11) SIN(a]+COS|a)=l 

where (a) represents the angle, in degrees. 

Mo more clues - that should get you through the maths. Don't 
ask me for a rigorous geometrical proof, 1 can't do it. Why do 
you think I married a maths graduate, anyway? 

FURTHER READING 

If you would like to know more about aero navigation, take a 
trip to your local library, I was pleasantly surprised to And 
mine full of books for budding pilots. Particularly good was 

'Ground Training for the Private Pilot Licence^ by R D Camp- 
bell, which comes in three main manuals, plus some advanced 
ones. Number 2, "Air Navigation and Aviation Meteorologv", 
will tell you all you ever wanted to know about Mercator 
Projections, including the transverse variety, and Lambert 
Conformal Conic Projections. Ahh. bliss! The set is puhlished 
bv Collins in the UK, and in the USA is distributed by Sher- 
idan House Inc. 

continued on page 28 
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ftEH M KM MM K H M M K H HK KMH K WW H M WH H H Mi l H KM K 
REM FLIGHT NA^T EATION CALCULATOR * 



REH # 
REH « 
REH * 
REH « 
REH * 



FOR FLIGHT SIMULATOR II 
by 

ALAN PAGE 



* 

MEW ATARI USER - DEC 9fl * 
EP 9 REH H H H H H WW H H KW H B - K H -Wff- N W KWK N WW ftW WW M N 

Ea ie trap noae 

IK 20 GRAPHICS i S PRINT S6j M f light Similar 
or ii" 

HM 38 POSITION 3 , S ! PRIKT »6 j "Fli V i 9 at i ona 1 
ii 

CL 48 POSITION 1 ,1ft I PRINT HB J "Cll C U 1 at i O n 

sM — 
MM SB PUT NT " PRESS tiidJJ TO BEGIN 11 

UN 66 GO HUB 4«88 

LI 76 PEG :DIH ASCIIS PRINT N6jCHRiC12« 
NO 8B SETCOLOR 8,7,14; 5ETC0L0B 1,0,1*1 SET 
COLOR 2, lft, 4 

98 POSITION 6 , 6 1 PRINT »6; "enter wind s 
P*«d" 

188 INPUT HIHOSPEED 
Fit 110 POSITION 6,8 : PRINT ttB J " HIND SPEE 

O ="J NIMDSPEED; 14 11 
G ij 120 POSITION 0,2; PRINT B6 j "enter wind 
faring" 

KA 114 INPUT KINDBfrtRTMG 

hj 148 position s 3 ziPkjmr mi" hikdbeari 

KG = ' k ; MI N & & £ A R IMG J " " 

hz 158 position a, 4: PRINT ro; "enter desti 
nation bearing" 

PL 100 INPUT COURSE 

UF 176 POSITION 0,4! PRINT H6 J ** BEARING O 
F DESTINATION ~ ri ; COURSE 

en 108 position e, 7 i print HBj"*nt*r dtfftB 
nee til destination 11 

158 INPUT DISTANCE l IF DlSTftMCE>8 THEN 

2tiB i EL-138 SGOTO 11018 
KL 208 POSITION 6, 7 3 PRINT Nftj " DISTANCE 

TO DESTINATION ="; DISTANCE 

fP 218 POSITION B , 16 1 PRINT #6; 11 enter crui 

sins speed of aircraft 11 

DH 228 INPUT CRUISESPEEDlIF CRUISE SPEED (8 
THEN 218 

BH 230 IF HIHDSPEEDCCftUffSESPEED THEN 2 BO 
S& 248 PRINT ttftj CNR* CI 25* I POSITION 8,6 J PR 

INT fib ] "FOflGET IT - YOU MILL BE FLYING 
BAO*CUARDS M lGOTIt 4fB 
PG 2*8 POSITION 0,1" r PRINT tt*j" CRUISfc * 

PEE& OF AIRCRAFT =" J CRUI SESPEED 

NO 2 DO If HIND BEARING "COURSE THEN GOTO IB 

88 

EK if 8 IP HIMDB EARING* 180= COURSE OR MX NUB 

EARING-186=C0URSE THEN GOTO 2 ODD 
TF 2&B G = ABS(>IIND BEARING-COURSE? 
UH 2*8 H=AftS fSIttCG)*HINDSPEED/ilRUISESP£EE> 

I 

SH 388 J=H/SOR fl-H«tM 

LF 31fl A N OLE - ATM C J* 1 ANG L E -IN T C ANGL E**l#) / 1 

i 

FY 320 IF MINHEARINO-180 AND COURSE < 160 

THEN GOSIfB B4B 
EH 318 IF HI NDB E A R I N G > - 1 08 AND C0UR5E>=18 
8 OR HIND BEAR ING<188 AND COURSE < 168 TH 
EN GO SUB 578 
ZT £48 XF HI N D BEAR IMG < 188 AHD CUURSE>-i88 

THEN GOSUB 881 
NV 358 IF HEADING < 8 THEN HEAD I HG = H E A D I H G 4 
111 

£Y 360 IF HEA D INK > 3biJ THEN H£ADING=HE AD lit 
G-IftB 

TP 378 GROU NO S PEED - ADS CHIND SPE E D**S IN I HINO 

BE AftI N G -HE A DIN G)/SIH£ANELE31 
GE 300 T IHE - & I S T AN C E / G R 011N DSPEEDiTI HE= INT 

CTIHE«lflJ /IB 
JF J?8 GEO UNO SPEE D:: INT EGA0UHfrSPEgp*iO> ^10 
TF 40G PRINT jjfe ; "O^Oi&flGRfl^l^^nB" 
lit 410 POSITION 7, 13; PRINT Hfi j "HEADIWG = 11 j 

HEAVING 

TV 428 POSITION 3, 15! PRINT IJ5 J "GROUND 5 PEE 

0-'*} GROUND SPEED 
JS 438 POSITION 3,17 C PRINT »6 J "FLIGHT TIH 

E=" J TIME 

DM 448 POSITION 2,1? E PRINT fl*; "print QUt? 







n j ii 




■ PI 


4 50 


INPUT AS S IF A 5 = 


Y T H EH 4 8 0 


Hit 


4&B 


IF Bf= M H' T THEN 


a a ifk 


PE 


478 


GOTO 450 




RH 


46B 


GOSUD 3880 




MM 


430 


POSITION ZjlJfF 


RINT It6^"ryji *9*i n? 






n>" 




ZL 


5B0 


INPUT AS 




PS 


€18 


IF A£="Y" THEN 


RUN 


av 


520 


IF ft*= M H M THEN 


GRAPHICS 0;enp 


HE 


HI 


GOTO 5B0 




HY 


S40 


IF HIHDBEARING- 


1BS> COURSE THEN HEfl 




DING 


, = C OH R S E - A N G L E I G 


OTO 560 



FG SE6 HEAD IN G = CO U R S € + fl N G L £ 
ZM B86 RETURN 

ZG 576 IF HlttDBEARIHG} COURSE THEN HEADING 

=GOURSE+flNGL E E GOTO 558 
GY 580 H E A D I Nfi= CO U R SE - AUG L E 
ET 598 RETURN 

NK 488 IF MIN6BEAIIIN€+188> COURSE THEN HE A 

D TNG = C O U RSE - ANGLE : GOTO 6 2 8 
EE 018 HE AD I N(i= COURSE* ANGLE 
IG 828 RETURN 

RG 130 0 GROUND SPEED=CRUISESPEED-HINDSPEED 
DI 1818 HE A DI M G = C 0 U R 5 E 
RH 1820 GOTO 308 

PD Z6&8 GHO UNO S Pi E D =C RU IS E SPEED + HIND SPEED 
DJ 2818 HEADING -COURSE 
RC 2820 GOTO 2S8 

VG 7888 LPRINT "FLIGHT SIMULA TOfl II NAVIG 

ATION 1 ' 
HZ ^018 LPRINT 

SA 38^8 LPRINT "WIND SPEED - B ?J HIND SPE ED ; 

,f knots'* 

KM 3838 LPRINT "HIM D B EAR IMG - " J HIItDBE ARI 

«G ; " dedre#s" 
CIO 3848 LPRINT "DESTINATION = " 1 COURSE | 11 

diirnf" 

10 335B LPRINT " DISTANCE = "J DISTANCE* 

11 nautical m its" 

OA 7008 LPRINT "CRUISE SPEED - "^PyiSESPE 

ED J" ItnotS" 
YR 3878 LPRINT 

HJ 3808 LPRINT " 



3896 LPRINT 

SI 66 LPRINT "FLY HEADING 

de*rt*» M 



- 11 J HEADING J 11 



knots" 



"GROUNDS PEEO = "J GROUND SPE 
"FLIGHT TIHE = "jTEHEl" hH 



Mj'i i r N I I I L 1 N I Ml H 



FOR OATA-1 TO 160 

IF PEEK CB327B1 SB THEN RETURN 

READ DU J M8 J P0 J ul # Pl r U2 J P2 i U3jP3 



I SOUND I,Pi, 18, U2 ISO^HD 3,P3 P 1B P U3 
SO 4 6 BO FOB D£L=1 TO DU*18 i NCMT DEL 
PS 4*88 FOR tt=B TO 3 1 SOUND M * 8 , 6 * 6 I Nt HT 
UH 4878 FOR DEL = 1 TO It 1 N£MT PEL 
GN 4888 RENT DATA 



IF 


3118 




ED|" 


HL 


3128 




urs" 


AH 


3138 


HP 


4668 


OH 


4BIB 


VD 


482* 


LO 


4838 


LC 


4848 



BD 


48*8 


RETURN 






PL 


4188 


DATA 


4,8,38,8, 


121, 0 


,8,8,8 


ON 


4118 


DATA 


2 j> 8 j 18' 8 j fl 


j *1 j 8 


, 6, 6, 6 


OY 


4128 


DATA 


% "i 6 t 8 1 j 8 , 


*«*a, 


8,8,0 


JH 


4138 


DATA 


2 p 0 / BO j B p 


9 1 , 6 , 


* B j 8 , B 


JK 


4148 


DATA 


2 # 6 r 00,8 J 


OlpO, 


*6,6j0 


KJ 


4158 


DATA 


4 $ 8 j ftfl j Bf 


Bl,*, 


*B, 8,0 


MV 


4108 


DATA 


4 j 6 r 6 4 f 0 4 


eipO, 


»fri«>8 


4T 


4178 


DATA 




B 1 , fl , 


*B,B,8 


III 


4188 


DATA 


2j4rB3f0j 


BV, 0 , 


121,0,0 




41*6 


DATA 


2 jflj 7 2, 8 j 


31,6, 


121,8,8 


FN 


4286 


DATA 


2,6,72,0, 


fi*6i 


121,0,* 


GM 


4216 


DATA 


4,0,72,8, 


*1,6, 


121,8,0 


NX 


4218 


DATA 


4 t B^BBji 8 p 


BV , 8 , 


75,0, 0 


ND 


4236 


DATA 


2, 8,72, B, 


31,6, 


8,8,6 


JZ 


4248 


DATA 


2, 8,64, 8 p 


61#6, 


86,8,6 


PC 


4268 


DATA 


■ S j 9 j fe 4 j 6 


,81,8 


,91,8,8 


PF 


426 0 


DATA 


■ 8 , Bp 64, 8j 61, fl 


i "9 1 , 8 > B 


PI 


4278 


DATA 


■ 8 j 8 , 04 , 8 


,81,8 


,T£,B, 8 


HK 


42118 


DATA 


2, 6,84, B, 


61,8, 


*1,B,B 


TJ 


42*6 


DATA 


4 , S r 84, B j 


81,8, 


*1, 8, B 


NS 


4360 


DATA 


4j 8, 72, Bj 


*i,e, 


8 , 0 p 8 


GR 


4318 


DATA 


2,8,84,8, 


81,8, 


*1, 8,9 
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EI 


4320 


DATA 


2, 8 ,60, B, 81 , 8*91,0, 0 


01 




PAT A 


. 8, 6,121, B , 162* 6 j 19 3, 0, B 


OL 


4344 


DATA 


■ 8jti g til , 8, 162 j B* 193 , H - 6 


00 




DATA 


^8.6, 121,6, 162, 8, 19*, 8, H 


DF 


4366 


DATA 


2 ,0, 121,8, 1*2, 6, 193,. 6, 9 


EE 


4i7ft 


DAT ft 


4*8, 121 j 0, 162*6, 193, 6, 6 


an 


4300 


DATA 


4 ,6, 96, 8, 121 ,6,0,6,6 


R A 


#390 


DAT A 


2,6, 91,0 j 166 , 6, 6, 6, 6 


GY 


4490 


DATA 


2 , 6 , 31 , 8 * 9 6 * 8 , 0 , G . 0 


J M 


4416 


DATA 


2, 6,68,8, 61,6, ?6 , 0,6 


JK 


4426 


DATA 


7 r a , 60, 6, 81, 8, 96* 8, 0 


H J 


44X6 


DATA 


4 ,0,08, 8,01, 6 , 96, 8* 0 


MY 


4446 


DATA 


4j4, 64*6, 81, 8 j, 96 j 6,8 


JT 


4456 


DATA 


2* 0,60, 8,01, 8, 96, 0* 6 


TQ 


4406 


DATA 


2 > 8 1 53,6 p 05,8, 121,9* 6 




4470 


DATA 


2 ,6* 72, ft,*A, 6,121,6, 8 


GY 


44S8 


DATA 


2, 6, 72 , fl^i J P 121, 6,8 


HH 


4496 


DATA 


4,9, 72 j 8* 91 * S, 121,0, 8 


MH 


4666 


PAT A 


4 ,8, ifl, 8, 85 * B , 168 ,6, 0 


MO 


4516 


DATA 


2, 6 ,72*8 * 91* 8* 6, 6, 8 


JZ 


4526 


DATA 


Z, 0,64,6, 81*6*05*6, 6 


PC 


4538 


DATA 


.8,8,64,9,81.6*91*6,0 


PF 


4 546 


DATA 


h 6, S , 64 ,S, 61 , 8, 91* 0 , 0 


PI 


4558 


DATA 


. B ,6, 84* 6, 61, B, 91 , 6, 6 


HK 


4566 


DATA 


2, 6*84* V a 61*8* 31,6,9 


SCJ 


457 9 


DATA 


4, 6, 64* 8* 61* 6,91,8^ 8 


ou 


4 590 


DATA 


*,8, 72*6*91*8*6*6*8 


HT 


4590 


DAT* 


2*8, 6 4 , B * 61*8, 91 , 8 r 8 


JX 


46«e 


PAT A 


2. 8* 68 , 8*61* S , 96, 9, 0 


HI 


4810 


PAT A 


.6,8*1 21 * 6*. 162, 6* 193, 6,8 


OL 


4620 


DATA 


,6* 6* 121*8* 1*2 * 6, £93*6* 8 


00 


4030 


DATA 


.6* 6* 121* 8* 162, 6, 192* 6, B 


DF 


4646 


DATA 


2,8* 121* 6*162*8* 193* 6*8 


FA 


4698 


DATA 


8* 6*121,0 * 162* 6, 193, B„ 8 


SK 


4666 


DATA 


4*8* 8*8,8* 6,8*8* 6 


KE 


4678 


DATA 


4,8, 6B* 8*81* 6* 96, 8* 8 


50 


4686 


DATA 


4*8*8* 8 , 8 j 6,6*6,8 


TM 


4696 


DATA 


4,8, 121* 6* 162*: 6* 6,8* 6 


RU 


4766 


DATA 


4* 8*8* 8,6, 8*6* 6*6 


EF 


4716 


DATA 


2, 8*168* 8* 144 ,8*171* 6,0 


CI 


4720 


DATA 


2,8*114*8*144,8,173*6*6 


AM 


4736 


DATA 


2*6*166*8*8, 6, 6,8, 8 


39 


4746 


DATA 


18* 8* 72* 6, 85, 8* 114, 8*8 


PF 


4736 


DAT A 


2*8,64*6*65,8, 106, 6, 8 


PI 


4766 


DATA 


2*8* 64 ,6* 0 5 * 8,106,8, 0 


PL 


4776 


DATA 


2* 8*94* 6,85,8* 108, 8, 8 


NY 


4766 


DATA 


4*6* 64 ,8* 91, 8,108,8, 8 


Hk 


4746 


DATA 


4,6* 72 * 8,91* 8,i 160 , 8 , B 




480 O 


DATA 


2*8, 64, Bp 91 »8, 188,8* 6 


KM 


4616 


DATA 


2*8* 72* 8, 96* 8* 121,8, 6 


KO 


4626 


DATA 


2* 6* Bl* 8,96,9* 121, 0,0 


QH 


4636 


DATA 


2,6, 81, 8, 98, 8*136,0* 6 


UK 


4648 


DATA 


10,6, 01, 8,91,8, 136, 6>0 


KM 


4656 


DATA 


4 r 8,i66,0, 81,8* 96* 8* 6 


50 


4666 


DATA 


4,8.6,9,6,0,8*9*0 


TK 


4676 


DATA 


4, 8, 121, 8, 162* 6,8* 0,6 


SU 


4 see 


DATA 


4, 0,8, 6,8, 6, 6,6, 0 


FF 


4898 


DATA 


2,8, 108, 8, 144, 8*173,6-, 0 


CG 


4986 


DATA 


Z * 8 , 114 , 8 , 144 , 8 * 173 ,6,8 


EJ 


4318 


DATA 


2* 8, 10ft, 6,144,8* 173, 8* 0 


MB 


4928 


DATA 


4,8, 7?, 8,85,8* 114*0*6 


HH 


4138 


OAT A 


4,6, 68,6, 85* 8*160,0, 6 


GH 


4949 


DATA 


2,8* 72* 8,91,0. 12±, 8,8 


PJ 


4956 


DATA 


2*6*. 64, 8* 85, 8,186,0* 8 


PM 


4468 


DATA 


2,8* 64 ,8, 85 ,6,1 88 ,8,9 


FP 


4976 


DATA 


2 , 6,64* 0,85,8* 108, 6, 8 


at 


4986 


DATA 


4*8,64,8* 91* 8, 106,8,8 


H0 


499* 


DATA 


4*8, 72, 6,91,8, 108, 8*6 


OP 


5*86 


DATA 


2*8,64 ,8* 65 , 8, 106,0, 6 


JA 


$818 


DATA 


2,6* 68 * 0 , 81 , 8,96,0,8 


CO 


5828 


DATA 


2* 6*121*8* 152, 6,193, 6*8 


CB 


5838 


DATA 


2 , 8* 121 ,8,162,8* 193 * 8* 0 


D« 


6648 


DATA 


4 , 8 * 121 , 8, 162, 6, 193,8*9 


KJ 


5B58 


DATA 


4*8* 60* 8* 72, 6,90,8, 0 


JP 


5660 


DATA 


2,0, 68, 6*01*8* 96,0,0 


Htf 


5676 


DATA 


2 , 8 , 72 * 8* 91 , 8 * 8, 0 , 0 


UC 


5896 


DAT ft 


2,6,76,8* 96* 0,0, 6,6 


H5 


5894 


DATA 


2,8, 72, 8, 91,8* 0*6* 0 


GO 


5168 


DATA 


4, 8,53,8* 72*6*91,8* 6 


E2 


5114 


DATA 


4,8, 68 * 6 , 72 , 8 * 91 ,8,0 


HZ 


51£0 


DATA 


2,8*72*8* 91,8,0, 8,0 


AC 


5 lie 


DATA 


2*0* 61 ,6, 96, 6,0, 6, 0 


50 


5149 


DATA 


2,8* 85 * 8*94,0,0,0, 6 


ATI 


5J.56 


DATA 


2* 6,72,8, 91, 0,8, 0, 8 


KM 


Slftft 


DATA 


0,8*80* 6,81,8, 99, 6,8 


Jit 

i 


5X76 


DATA 


2, 6, 60,8, 61, 8, 9*6 ,6*8 



RL 51 B0 DATA 2 ,6,0,0*0,0*8,0,0 
RU 5196 DAT A 2,0,81,8,96,0,0,0,8 
PY 5200 DATA 2,6,91*8,108,0,6,0,0 



5210 DATA 2,8,96,8*114,0,9,6,8 
5228 DATA 2,8,91,8,106,9*0,8,0 
5230 DATA 4,0.72,8,91,0*0,0,8 
5240 DATA 4,0,81,8,96,6,0,0,0 
8258 DATA 2*8,91,8,166,6*0,0*8 
5266 DATA 2 , 8 , 9fi, 8 , 121 , 0 , 0 , 0 , 0 
5270 DATA 2,8,96,8,121,8,0,9,0 



VA 52 90 DATA 16,6,81,8*95.0,0,0,0 
HH 5290 DATA 2,8,72*6,91,0,0,0,8 
TK 5380 DATA 2,8,76*6*96,0,6,0,0 
HA S316 DATA 2*8*72,8,91,6,6,0,0 
LM 5326 DATA 4,8.53,8. 72, 8, 91 *0*0 
FJ 6338 DATA 4*8,60,8,72,6,91*0,0 
KJ 5346 DATA 2*0,72*8,31,8.6*0,0 
AM 5356 DATA 2,6,01,8,96,6,8*6,6 
HK 5388 DATA 2,8,05,0*102,8,0,0,0 
R5 5370 0 AT A 2*8*81,4*96*0,0,8,0 
KH 5389 DATA 4,8*88*6,81,8*90,6,6 
LA 5398 DATA 4,6,66,6*81*8,96,0*6 
QT 5 400 DATA 2,8*6*6*0*0*0,8,8 
KE 5416 DATA 4,8,66*8*01,8*9**6*0 
IF 5 420 DATA 2,8,53,8*85,8,121,0,6 
IH $436 DATA 2,8,72,8, B5, ft, 121, 8,6 
FT 5440 DATA 2,8*72*0*61*8*121*9,8 
MM 8456 DATA 4,8,72*8*91*6,121,8,8 
PZ 5468 DATA 4* 0 , 04 , 6 * 85 * 0* 188 * 0 , 0 
KU 5476 DATA 2,9,60*8*91*6,90,0,8 
KI 6460 DATA 2,8,53,8,64*8,85,8*6 
01 6496 DATA 2,9,81,8,91*8*128*0,8 
MH 5 508 DATA 2,8*61*8**1*6,138,8,6 
HG 6618 DATA 4*6*81*8*91*8* 1 £0 * O , 8 
E6 6826 DATA 2,8*81,8*6*8*0,8,0 
ZN 5530 DATA 2,8,64,6,8*6,8*6,8 
Yll 6840 DATA 2,6,53,8*6*0,0*8*0 
DC 5650 DATA 6*8*48*6*53*6*04*6*81 
DN 5568 DATA 2*6*42*8,63,8,60*8*65 
Ft 6870 DATA 0,8*42,8*83,8*08*8*85 
TJ 1669 DATA 2,6*47*8*46*8,0,0,0 
MH 6896 DATA 3,0,83*8*64,8*61*8,1.88 
JE 8680 DATA 1*8,60,6*121*6,8*0,0 
YF 5618 DATA 2,6*84*8,81,8*109,8,126 
tilt 5826 D AT A 2 , 8, 72, 8 * 102 , 8, 121 , 8 , 144 
JE 5650 DATA 2,6*81*8,186,8,128*6,162 
PC 5646 DATA 4*6*94*8*121,8,6,0*0 
OV 5656 DATA 2,0*91*8,108,8,8,0,0 
PH 5688 DATA 2,8,64,8*85,8*108,6,8 
ffV 5576 DATA 2,8,64*0,71,8,188,0,6 
HH 5680 DATA 2,6*64*8,91,8,188,6,9 
HE 5890 DATA 2,8*64*8,91,6,166,8,0 
NB 5700 DATA 4,8*64*0,91,0,106*8,0 
GV 5718 DATA 4 * 8, 60,8,65, 8, lit, *, $ 
ICO 5726 DATA 2*8*72,8*99,8,121,9*6 
PA 673* DATA 2,8*94*6,85,0,186,6,0 
PP 5748 DATA 2*6*64*9,05,9,90.8,0 
PS 5758 DATA 2,8*64*8*95*8,96,0,6 
QR 5799 DATA 4*6*94*0,85,8,90,8*8 
Hfl 5776 DATA 4,8,66,6,69*8,162,0,0 
LG 5760 DATA 2*9*72*8,96,8,121*6*0 
PS 5790 DATA 2*8,64,6,85,8*108,8,8 
FF 5800 DATA 2,0,64,8,65,6,96,9,0 
PI 5810 DATA 2*8,54,0,65,6*99*8,8 
PL 5820 DATA 2,9,04,8,05*8,95*8*8 
OK 5638 DATA 4*8,04,8,65,0*99*8,9 
KH 6840 DATA 2*8,72*9*90,8,121*8,6 
HH 0850 DATA 2,6,64*8,91,6,108,6,6 
HT 5890 8ATA 8,6,66*0,61,8,90,6,6 
GP 9870 DATA 4,9*99*9,72*9,162,6*8 
HK 5686 DATA 4*9*80,9,72*9*99*6*0 
SR 6890 DATA 12,18,68,19,72*93,8*0 
ZH 3900 DATA 2 , 8 * 29 * 8 , 40 , 6 , 4? , 8 * 6 9 
MA 11800 HEM *** ■ ■Era+TlilTfWXlH 

5S 11010 EL-PECK tl885 * 256«PEEIt il673 
5A 11926 FOR 2=1 TO 5 
FL 11839 P02NT CHflS £123] : ? " 

ROR - TRY AGAIN" 
VY 11048 FOR « = t TO lOEttEHT H 
HH 11090 P9THT CHR$ £1263 T 7 11 

| lill^^l rlWiUMlJ " J CHflS (253 J 
HE 11680 FOR M=l TO 18 1 HEKT H 
OJ 11070 HEKT Z 
HA 11000 P«HT CHRS 11251 
VL 1109O TRAP 11866 
HP 11188 GOTO EL 
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BA¥areJioftware 

All I itlcs Shown are For tlic Atari S \\ We also supply Hard 
and Software for the 8-Bit. - Please send an A 5 SA-E, for 
reviews and more information - Please specify Si or 8- Bit. 



"tix*at Vainr', "AM fT". - -V- 4fjrf <*ar - 44 

R Sp^U f. 14.95 A EC k 8 

"fivi f.diAS " - .4f«i Iter. " 9/70 .Wamtor M» 

PlavSpeU f 14 *»5 Ag e 7+ 

*J vMitirt rcrniruttend Pin SptH enough' - GF4 ibrr. 

Y^th* f 14.95 \st: 5-8 

'Easily lh$ Best at lite Buach'-ST Formal April WW. 
Ahl 1 Availahle 



1/ 



flSpftTf CMr/racftoH Sf/ MM tv £S.tNi with B.SpdL 
PtMfSjKlI d*fj rftws ^rr^ Jfld ttflMli MGfc 
frngwfl WW LOW PRKt It*.**, B.Bhk 1 fWftS 

BVfer? Demo Dis* includes V.5p*Ll, Plat'Spell. BBase Jl and Siajwr < ard 
for irnLy £3-fl0, Full refunJ on "Muni wf nemo l>Ls^7 with First purchase. 
^|[ priL-^s in r imto VAT uid _E±E_ChM)ir«i pa>lMc to r Si S tem 

A-ccfNs Visa dnd Americiin l^pre^s ^ci-^p(ed. 

BWare Software $ 



c/o B. Bytes Computer Systems 

t9 SoitthfiM Road, Hinckley, tffcsteraiw 
LEW IV \ Tel *WJ77 9-5 HftrStf 



XT* 



I- 



T— 



A T TENTION XL/XE and ST USE RS! 

a Mega REMOTE CONTROL JOYSTICK SYSTEM for YOUR computer! 

No leads, 30 fool rang*! Central your computer from IhE comlort 01 ycur favourite 
armchairl Suitable for any computer that u-ses th« Alari cnnlig Ural ion joystick 

[Mrts; ST.'XL'XE' AMIGA 064 *IC- 

WAS £24.99 - NOW AN UNREPEATABLE 
BARGAIN AT ONLY £14.99 {plus £3 P&P) 



SUPERIOR SOFTWARE FOR THE ATARI XL/XE 

KASS-KOPY: copies commercial cassette garner plus fast load cplinn; (C> 
PROGRAMMERS PACK; all the utilities needed to produce XL-'XE games: £9,95 (D) 
COPYIST; compilation disk ef useful copy uliHUes and much more: £9.95 (D) 

QrtferS over £25,00 ■ claim your FREE XL-'XE jams worth at least rnom: 
Disc ■ ZORK III, SUSPENDED, ATARI PAINT, 221b BAKER STREET. 
GEMSTONE WARRIOR, TRIVIAL PURSUIT 



IN 



THE EVENT THAT DEMAND OUTSTRIPS- "STOCKS, ALTERNATIVE WILL BE SEWI 



Make orders payable to S0FTSCAN Please add lo 0 rdBij foi W 

Cheques™Os to: SOFTSCAN, PO BOX B4, HEREFORD HR4 9¥U 
Access Visa orders: Tel&phone 0432 50636 



COMING NEXT ISSUE ... 

DISK DRIVES ... how DISKS 

ARE FORMATTED AND PROTECTED 

ADVENTURE MAZES ... 

HOW THEY HAVE EVOLVED 

CURTAINS ... A superb 

ROUTINE TO START YOUR PROGRAMS 



DEAD-RECKONING 



continued 



GET FLYING 




— — — ■- — *- 



Now boot up KSII aild log in (he New York and Boston area 
scener> r . Tr> r the following: 

Martha s Vinyard to Gen, Edward Lawrence Logan Inter- 
national 

Bearing 357 degrees, 62 nautical miles 
wind: 30 knots, from 267 degrees, 
airspeed: 125 knots 

Tiy to fly direct on 3 compass heading of 357. you should find 
that you are blown n IT course, to the E£.st. 

Now. using the navigation program, If you fly a heading of 
343, you should arrive at your destination without further 
mishap. 

Now work out your own examples. Try some ridiculously high 
winds to prove that it really works. 



FURTHER REALISM 

1 find that a good road map of the USA fills in much of the 
detail that cannot be included in the scenery disk data. I like 
to Imagine the whole panorama spread out below, just like an 




aerial photograph, glimpsed occasionally between the billowing 
white clouds, floating in the air like lumps of cotton wool. 
The map is also useful to determine the minimum safe alti- 
tude at which to lly. You should not fly below 1OO0 feet above 
the highest ground on your route. That is H if you want to avoid 
frightening livestock and old ladies, and getting wrapped 
round high voltage cables. 

By now some of you must be asking yourselves, will PSI1 ever 
lie down? No NEVER! 
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XL/XE TYPE-IN 




«4 






by 



Bill 

Halsall 



Take a couple of crociuet 
halls, a handful of playing 
cards and mix well with 
some of the 'delights of 
motoring and you have a 
zany game 10 test your 
skill and patience. 
Alt you }y*ue to do is 
knock down the aces with 
the yellow ball which is 
manoeuvred by hitting it 
with your joystick control- 
led blue hall To complete 
each of the S 2 screens 
simply knock over ihe Ace 
of Hearts. Unfortunalely, 
you won't he able to do 
this until you have dis- 
poned of all the Clubs which haue a nasty habit of turning into impatient little roadhogs! Meanwhile, back on the tarmac, the Spades 
are digging potholes which have voracious appetites for yellow croquet halls! Diamonds are for bonuses but arent forever so you'll 
have to move J'asL The trouble is that you can't speed up until you hit the L no limit' sign so be patient. If your ball gets stuck in a 
traffic Jam you can always press START to get out of It, but by doing so you^lt lose your batU You'll just have to tie a careful dribbler 
won't you! 

You hone three croquet halls to last the game and up to 4 players mag compete in turns using a Jogsttck plugged in Port J, Press 
SELECT to obtain the required number of players thru press lh<? joystick button w commence play. 




SCORING 



Ace of Hearts - 1000 

Ace of Diamonds - 500 

Ace of Clubs - 100 
Ace of Spades - 10 



TYPING IT IN 



Cassette and disk users should type in Lisling 1, SAVE or CSAVE a copy, then RUN the.] 
program, The program will check each line of data and inform you of any errors, Correct 
any errors and RUN the program again until all errors are eliminated. When this is done 
answer the cassette/disk questions accordingly to create a boot tape or binary disk file, 

Cassette users should load the boot tape created by firstly removing all cartridges and then 
turning on the computer while holding down the START key (XL and XE owners should hold 
down OPTION as weli). Press RETURN and the tape will load and run automatically. 

Disk users should type in Listing 2 and save il on ihe same disk as the binary file created 
by Listing 1, RUN the Listing £ program with the disk in the drive and the game will load 
and run automatically. 
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ACE DRIBBLER 



and THE ROADHOGS 



EI 
TC 
Gft 



i 
2 
3 
4 



NT 



7 
8 



REM * ACE DRIBBLER * 

RFM m AND THE ROAD HOG^ * 

REM » by * 

Bill Hal F«l 1 * 

— # 

REM * HEH ATARI U5ER - free 98 * 



UH S REM * 
ED 6 REM 1 * 



AY 1* REM 
BC 12 REM 
HA 14 REM 



BOO-T TAPE/OBJECT CODE FILE 



HAKLff BA5ED OH HEWSAUER 



Nl£K HIGCS 



BK 

PD 

LM 
RG 

IN 

OI 
UH 

AL 
RK 

AK 

KU 

TH 
HH 
ZM 

MO 

IK 

IZ 
QG 

It) 
ZH 

MY 



VL 

ru 

OZ 

ZF 
HQ 



UQ 



QL 



FN 



DY 



EE 



4ft REM 

?0 DIN LINES , A$ CB1375 rLiNfc-990 : CNT 

±-49: TRAP IBS : GOStlft 20B 

30 A0ll)= ll B"F.A0C0192)- |t 0 11 ! A*CZ3=A* 

4ft LlME = LIJfE*±B 1 CNT=CNT+4ft ; READ LINES * 

CHK5UH L ? "HIHiaarffl LIME "J LINE 

SO CHK-USR C1536 , ADR CLIHE** P ADR CAfrl+CNT 

J 

68 CO 5UB ^PBiCdro 48 

100 IF PEEK C135I Oft THEN t "ERttOft "jPC 

EK C195> J CHRS C253) 3 END 

Ut ? » « l Mil tiaiiTim " STRAP IBB 

111 ? "CB2I5K OR (TJ APE**tG09UB IBB i If 

K=08 THEN 140 

110 ? "READY CASSETTE AND PRE 5 5 RETURN 
"iQPEtt HI, B, 121 , "C 3 " f GOTO ib& 
140 ? "READY DISK AND PRE 55 RETURN 11 ! GO 
SUB 1BBXIF KOlSS THEN 14B 
15B OPEN ttl * ft , 8 , 1 1 D ; -ACE - 0 B J 44 
IBB ? 1*1? A$ CI, IB-4B3 3 CLOSE 411 : EHO 
IBB CLOSE ttl : OPEN ttl ,4,8, "K : fB S &ET 1*1, K 
; CLOSE ttl ! RETURN 

288 FOR A-1530 TD 16GB 3 READ ViPUKL A, & 
! NEKT AT RETURN 

2±fl DATA 216,184,104,133,204,104,133,2 
03, 104 j 133, 2B6 - 104, 13 3 ,235, lft9, ft, 141 H 1 
£7*8,141 

JIB DATA 12B, Bj 188,255, 140,126,6, 146, 1 
2*1,6, 171,128, -1,281,47,200, 11,4-71,127,6 
238 DATA 111 , 212 F 171 , 12*, 6 , 132 , 213 , 9 ft , 
171 i 111 j **ttt, i«, 120,6,177* WjiitJU* 
* 0 

249 DATA 10,18,10,10,141,123,6,172,125 
, 6 , 200, 1*8* IIS, 177 P 201 , 32 * 111 i 6 , 24 
260 DATA 109, 123,6, 172, 120, ft, 280, 148, 1 
26,6,14 6,286,24, 189,127,6,141, 127,0,17 

3 

268 OAT A 120, B, 186,8, 141, 12B,ftj76,£»jB 
,t4,«i4 l lB J l44,4 i ffB,233i««^0|B6 tf 2X3,4 
lift 

IBB DLNE-PEEK C104|#2B6 + PEEKtlB3S 

310 ir HBEOBLN E THEN T ,, OBCII "JBTtttC 

LIMEJj" EBHHEai ,, i END 

3X8 IF CftiNSUMOCHK THEN 7 "HEBE] IN OA 
T A AT LINE "1 6 Til* CLXHE) S END 
338 RETURN 

1888 DATA BeiEft628272AA9ftB002Fft2A93CftD 
fl 2 D 3 A 9 8 BBDE 7 8 2 B S BE A9 3 B 0 D E 0B2 8 6 OF A 92886 
0 A A 9200 S 8 B 1 6604 C 3 E 2 E 4 ft A 9 7 A 0 DBA r 48ZB 
i&iB DATA D4ftDiAD0BO662BA9*C*Di7DOA9 38 
8D89D4A94aaDeB02ftQ4O46A92aaDlBDBA9SS8D 
0002ft S4B4BADB62B497C0&0AD4BO1 A, 4877 
1820 DATA 00806*2068407078684200318280 
C 48 8 3 2846 48404 8 4 8 4 B 4B4B4 8 4 64948 4840 404 
040404040404040404416720*92000, 2381 
1038 DATA eeeZQ??08D01B228AC2D4£fc2E4A9 
0B8DZF82B5»4205E21ZB»6212eFE22284426A9 
3BBD07ft4A9E0BDF482A9B3BftlDDBA9, 4442 
1848 DATA 0 28 D 6 F 0 2 A 9ftfl 8 D 8 B D 7 A 3 O 3 B D BF D 2 
fl D 0 A D 8 e D BBDB A 357 00300 2 A 9 ZOfl D 3 1 8 2 A 20ft 0 D 
FDZO3DC0e2CAiflF7A93B6O2FB2A8B8> f Bft76 
1858 DATA 422efl9B7205CE4A9€ftaDftEp4ftOCC 
727A7A»00C32B4ftOA221AZ2iBDlA219Bftft31B 4 } 
3t C 2 1 3 0 3 ft 3 1C A1BF 160 8800082 12323,4 486 
1068 DATA BB24S22*l22222CZf332BB06OO3426 



25ft0322F 2 1242B2FZ733OOO0O0O02 273082209 
5C6CQQZ561&E: / 3616C5C0B666F7 J;80, 2314 

YK 1070 DATA 7FG5770021 74fil72ft38035 736572 
A7BBA&Bs:CBA23106CC?lCBC8fJ0FBEeEB4BB«F4 
33BBBOeSOO5ADOF8fe0&0O0e3P3OFUl i , S714 

MR IfiflO DATA 8 A 0 A BOO ft C 0 C OF 0 F 0 ABA 0 0 AB A 0 A 0 F 
3 F F F FF 3 F A 0 AO AOF 0 F C FFF F F C 1 5 A A B A AAA A A EBF 
BFBFBFAFABAAAAAAA4E5A9A9fi?A?E3 , 72*4 

HY 10?8 OATA F 9 F 9F ?F 3 E 3 A 3 A* A' B *> A B 1 5 A AB A A A 
AAABAFBFBFBFAFABAAAAAAAA55A?A?A3a?A^E3 
F9F9F9E9A9A?A?B?A01SAA 4 JAAAA?A5,B&83 : 

HA llOO DATA 9 5 9 5 9^3 5 A 3 A ^ AAA A AAA &5 5 A 7 A "3 A "3 
A9635753535^A9&9A9A»??AB15A0?AAAASA5A5 
»S 9 7963ftA3A5AAAAAA55A9A3A363B3 , 7021 
HH 1118 DATA 6?S^959S9A9*3 A333A0FF3FF7FF 
C F Ffr F C F F FFF 7F F 3 F F IF F F OFF FCF F F7CFFF3FFF 
DFFFFC DFF 7 3 F F FCFF F 5 5 1 5 4ft ft 4 2 6 9 B , 885Z 
HT 1126 DATA BAA A 5 1 0 4 200 2 B B 2 BB ZA A 6 5 14 4 1 84 
B 6 02 2 B A A 551 S0010B2208BA A5 S F 4 F FEF E 7 1 FF A 
EAE6E6FA3F8C0CfCFB147CFCEC6CFft, 556 S 
PF 1130 OA T A BC AC 6 C 6 OBCF ft C 0 F C ICS 8 BBBS 1 5 5*5 
555S150500fl840545*IS5545eB30E3fl333A^^3A 
3 ? F F A AAA 6 5 66666665C 000 AO 6 C 6C6 C , 4 6 26 
RU 114B DATA OCft C 3 A BEB3 8 B B O 088 8 00 A A A A F F 14 
20142B14ACB8C8aOBft800000020AZA2A2A2A29 
2SAAAAA^A5f 550S A6 ABBUBE860 A8 AB , IftftB 
1150 DATA 08 A 0 1 5 0602 ft O O 0 BOO 800 AAA AAA 14 
2 ft 1 4 2 B 14 AS AO BBOB 888 800ft 000 OBO 008 1 8 3 C 3 C 
7E7E7E7E7Eie3ClftfteBOOe0e0OA20O,2Bgi 
UC 11B0 DATA BD7A21»0283BBD7A229D28^?FBDa 
F 1 A 2 F 6 A *F F J D BB3E 3 D 8 0 IF C A E B 2 BOB F 5 A 9 1080 
BZOB A7D80P03DO A2QflflE5BZ3E£5B23 , ft 1. 00 
NJ 1170 DATA AD5O23C^O5Dee7A300e&5BZ3FOO7 
AD0A0229O3FBF91B67lC5D80I2»ee339B8834 
3DBB353DOi3ftCAf>OD360OBAD5024OA , 4547 
AH 1168 DATA A AOOE P 2 5 BSC B B D ED 25 ft 5 C 0 BO AfJCB 
lOft*10B5CB7882EBCC68A i >Oftftl>A2234CaG23A^ 
OiftD A223205C2IA20G AOOOAD A223FB , 5776 
lift 1198 DATA 632OOCZ&3iCBC6COftAD0FiZOf>C23 
CAftftE96BB0287BZ^4G5C23A 4 J04*llCBCgA?05^1 
C D B B 2 0 0023 A90B91CBC8O 907 ?1€B Aft , 84 6 6 
CI. 1288 ftATA A 5ft 4 0 A A A BD 4 426 B1SCDB D 4 5 2SB S C E 
A * B 0 B D & O 24 ADS 8 24091 0 F 0 5B 1 8 4 A A 0008 ? B ICO 
4A4 A4A4A4CEC23B1CD250F C^ftOF 86 1 . 54 IB 
ZH 1210 DATA D9B1F86BC702F8SF09B3F061.B704 
FOB 3 C f> B BF 8 6 2 C * OOF 0 ft 1 C 90 7F 8 6 8 C 3 OB F 6BFC9 
69 F 0 OEC BB A F BB ACO 8 B F Oft-CC 9 8 C F 8 68 ,6613 
%n 1220 DATA 0980Fe02EEBB244CD123A80ftBlCD 
000 6 B D D 3 2 8 C 6 B 1C00BB 7 ft D D 42BC8B 1 CDBBB 8 C 0 
B 1C00B B 1 A 9 B H a B B B 2 0 1 02 ft 28 6 6 2 Oft 0 #6489 
BM 12 30 DATA *fl4C8r244C962420*B244C24242B 
AE 2 4 4 C 2 4 244CC724 4CD2 244 C DO 2 4 4CEB 24 4 C F B 
244Cftft2B4Cii2S4C192B28 AE24 A92G ,3792 
HT 1246 DATA 8D392B4C212B209B242BBC234C8* 
26287ft 234C24 2428882*4^242420 702320BC2 3 
A0CB2 0 0C2B9 1 CBC0C8C A D 8 F 6 BP2 8 7 ft , 3907 
HU 1268 BATA 23ZB?iC23A20B288C26A0BB91CBCB 
91CB2B6C23CADBFefSe2BA323A09ft28A9274C24 
2420 A321A03B2OA92?4€Z4242O A323, 4414 
KG 1260 DATA AB662eA9234C24242ftA323AB&B28 
A 92 3 2 8 5C23 A 892 2 OA 9 2 3 4 C 24 2 4 2 8 A 325 Aft 3 220 
A 9 2 14C 2 424 20 A 323 ABO 2 2 0 A 9 2 14C 2 4 , 3093 
HH 12 7B DATA 24 A9200039J54C 1E25 A92C BD 3375 
2B70232OgC23AB64203A2BCft67DBF3AB94283;A 
2 5D097 D 8 F94C 2 4 Z 4 2 6 A D 3 9 2591 CBC ft, 479ft 
YL 1288 DATA EE3925685C2fi682574250ft258C25 
9B25A425B8ZSBCZ5C02*ID42 ll IEB2SlLB61ieeB4 
0 854 8 0 10053 4 C E68BQ 7152 B B 988 1 81,4 2 45 
IT 1298 DATA 2?B434CE72Z9B7373B545Aftll704 
OOftE 674 9 A 1 2 2 4 54B11 132 98B ACCE B 7 7 A 3C2 256 
A981l01ftOA040E17B8A41117B81AlO,4ftft7 
Mf J.3BO DATA 2Ae6C4CE070Blft51ftI78811AZOOS 
ACCE4B&??lB115£ia?8AeAeA34CEei40471BB5 
lAlft&71S043C4E22BS6Alft7ftl775BB , 4309 
PC 1310 DATA B8083C4E767AB1 17pq76BCiil30E 
SAC E DC 737 C 1 7 B 15078 B 1 10053 4 4 E 9432 3E32AB 
320212ft 4336E&33833A27374347E34, 45BB 
NR 1328 DATA ftft34923464356E357B35BZ35A0ft4 
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D???03iB6 9^660203 5 26 206126EI>B5E 6BSCtf 20 
6£2&2GGC23C«BS882a6l2££6BSE6ft5 . 5036 

fiO 1338 DATA Ctti>0bJ 2(>B0Af>P7BE>r:n^ I H^CBHDKO 
31S5CCA4B6&Bfl2tigA900&5CBa932QSCCA5CB9D 
ne31A5CC9BE0 31206C23f:flE01BDaEE , 6 7 OB 

OU 1340 DATA bBft£fi51lCBfc?l^flflflaiDBfl3D9flfle 
3C9D8B3BEBDAF420F E 2 CG8 A5BBF81?38a£l ASB8 
G?CCF497E&B8C6Afi4C3626ASBeC?ZC r 629B 

HZ! t35B DATA F DEDC6B0E68B A5BCF0193B0O flSBI 
C9D4Fft47EGai06AC4C6326AS6£C?56F8EDC6Al 

E&8Ca56tB5:&&Da03Z0i;4Z6zeFEzc6e * 7T4fl 

FD 1368 OAT A A SB $858 B A 5 B A B5 8 C & B AD 08 D 0 0 DA £ 
D8BD83D82 9AE8De2D8&ftaEAD0ftfra2901F0 L4AD 
031>4£941FaaD24FS262aO426ft9aBB3 .50*4 

IB 1378 DATA F B 2 8 2 A Z B 5 B A 5 B 8 3 BE 9 1 F 4 A 4A 8 SB 6 
A D B BO fl F a B 2 E 6BbQSB 1 3 BE 9224 A 4 A 4 M$ 6 7 £ 0 £ & 
Z&a20B?B6 5 2 7GS2B65Z 7 2060238 8 28, 4*9 3 

YM 1388 DATA 6527tA2a0S£7Afr*0Q8F849A5B?34 
ft5 2a5F2785A*AD03DaF4«?A5B?1885Z05FZ7B5 
B?AP4£&0FBB9ASAft£B852B5F2785B A , 5BB5 

IN 13 98 DATA AH € 2 D 8 F fl B 9 A S 8 A 38992 8 5 F 2 7 B58 A 
G849FFi869ai6BBlCB9D7831£86aAD7ae22981 
D8832B9627AP78B22982DA*328A2Z7, 4747 

VD 1488 & T A AD78822?A4Dee324BG27AD78B229 
46488328 A¥ r 27&aA4B3GaZ4Faa6BB64B32B09Z7 
6eA4B3CaE8F8B6C5B4fi328C9Z7&8A4, £3?5 

OH 141* DATA ft2C8DaFBa6CA*4B22BC*2768A682 
E 8 2 8 F A A6 C A B 6 B Z ZBC 9Z760A5B28D81D0fl288A4 
BXBDEA2299#«3PC0EBe*14D8F464AP,6784 

AS 4.428 & ATA aDDe2?01Fe43A94A86F9A6883BE6 
624689 ASBl34£iB3e6BA2*C828A649F88F36B 7 
A5B2E9B 0408028 AS42696BB&B2 ASB A , 5128 

VM 147* DATA F4113B8BAGA33AE9844C2128A»3 
£96984 BS fl 3 8 D 1 E D 8 4 C C 9 2 7 6 ftfl 2 0 3 B D 7 6 3 1 4 A 4 A 
C942r812C943F839C9B4F*52C9BBF4jB277 

Uf 1448 frATPi &5CA18E84C182Bfl5D3D826fl9 6485 
F4ZAai2BAD432B85B6ADA42865B72ABD26A948 
85 D 8 8 SEA AS B 4 C 94AF « « 6 E 604*6 F S F 6 > 56G 4 
1456 DATA BF5BA33ZB5F42B812Bfl5D5S5B5AS 
DFaSB72AflD28A9aAASDlA515E?8285EG64A981 
85F4 20312BA5&&a5B6A5E ftft£B72BAD p 6511 

IR 14B8 DATA 28 A9A4A5D268 A94A3SF4ZB61Z6 A5 
K>7B5&6A5ElB5A?ZflBD2BA94885D36A2B352BAS 
8891CBCA91CB882AAC23A98B91CBC8, 5ft 95 

BY 147ft DATA 91Cft^#8W88A©n ftPZZ?IF 1 56?B&85 
B&AD0ADZ290FlS6 9ft5fl5B7Z83 526BlCBE>8ESC8 
BlCBfr0EaB82B&€23BlCBft#Da£&BlCft,S?05 

€t 14S8 DATA D 8 D 3 6 BA6E 7 E 5 D 144 L B 2 8 D 52 B A 6 E 3 
A5A4?&D5A5B77SDFBDZGZ985B5281S26A9aiAa 
E995D1604C1814ZBA5C AO J46F822E6 , 5937 

MK 1494 DATA E fl 2 a A D 2 6 E 6FZ A S E A 8 SEA AS D 7 B BBS 
SSDSA6ElBSB78HE224F?2906EFt6EFA94445D3 
88 ASC AF 4F B 85EAA6E B F BFSA&B D C 5 8 Z , 4 3 3 1 

IN 1588 DATA FaaflA51429AlDaE9>*50a85A4a5E2 
8 SB 72 6 35 2 B A D 8 A 422 9 83FB 2ft £98 1 FB5BC 982FB 
1 78 8 B 1 C B D 4 & B 2 8 B C 2 3 B 1 C B D 8 6 428 B D j 6 12 1 

FK 151* DATA 2 8 A 4 A&8 884DBB4B64CEF29C8CSB1 
CBDaS12e6C2 3BlCBDA4A2a8D26*4a&06640884 
B64GEF29A5CB3BE33a85GBA442C6££*£B92 

JV 1528 DATA BlC8D0ZECS81CBDtt2?Z8B®Z&A6B7 
C A 0 & E Z44B 7 4 C E F Z 9 2 8 6 C Z I Z 46 GZ3ft£CBD81 ZCB 
aiCBDaaD2aBD28ABfi7E88BE2a6B?2B^6516 

DB 1534 DATA F729-C6EB4C5A25A3460&D4 4743B5 
E92e60Z^A6EBA5D4l?SD8AEEZ9SE26aA5D2D82Z 
A D 8 AD 2 D 8 4 8 A 2 1FBBD A 2 1 94 A A3 8 C A 1ft , 6 5 46 

£P 1548 DATA F7A5131689B284E4A98165E9 A78B 
85F 14GB 3 2 9 A 5 1 3CSE D D 848 AS F 14044 A 9 6 4 8 5 F 1 
ASF1F011C6F1ASF1F4BCAD8A42291F,4451 

GO 1556 DATA A AA9AA9D6A3A642B9&?aaB A 9 24 91 
G4A9Z5GB91GB60A5D3F809A513C5EFDBB6Z0Z? 
2928FAZA68 A5D1FA2B A513CSECDB24 ,6844 

UV 1968 DATA AD 7F3BF418 A28f A&5F389D6838BA 
6F3B9 , &7B36CADBF£BE603SBE703 8 60A9008 5E9 
247 528 6AASEC C 5 1 3 & AF 9E6E CCBE 0 A 9 # 64 7 7 

JH |ff7t DATA e463E94C*32*A788654285P3#5Dl 
S5F£85F3 85EAQSBAA98£S5B92BCB2G20C927A9 
8 16508 A 9 8 2 6 5 B4A6 B 4 B D E A2 A B 5 F 2 A 5 ,64*7 



Lift i&flfl OAlfl B4ia0Ab9ft5ti513B5EC68aZ03e40S 
8S86068&a 7870707 A5D3D81 A ASFZFUI 7A^aosS 
piA^fJ2B5lr9? R0 3 7 9C6F^A5 J,3l86»a3, 413ft 

LH £530 DATA BSE A B 5E F 6 8 4 G 5 A Z 4 A ? 0 i t* D 7 8 3 1C 3 
24Fe2 8C925FO24C926F04EC92BF84At^2?FH46 
C^2BFB4^CS2CFB43C92EFB3FCt2FFB , 6354 

HK 1608 DATA 3BC?3£F017Cft£0PZft0AP 0#D 0 0 DO i 
DBftD 8 2 D BAD 8 3 D 8 2 9 B E D E F A 9 8 1 BSF 3 A S B 1 A A AB 
00450* 9D003t9H4a3B20442DE8C8Ce, 526? 

HE 1618 DATA £4D8EFZ033 £E50A?B£ft5BD60 A3B1 
B S B D 6 B AS F4FB24A91F85FAft&FSBDACZB Q A A 8 8 S 
8BCAFE343£BD3431C9£ADBe?A?10?D * 685B 

LG 1828 DATA 343J.C83QI>0££CAF44C812Bfrfl050D 
1S1DAZ85A?1B»D34317D3C317D44T19D4C310H 
1 6 f 16OADB4a2D0Fa AD8402F AFB682B , 525 9 

Mil 1638 DATA 4S2C28D?2&28DF2C4&A2*$BPFE2D 
9DII731BDa72C9D2Z3£CAieFlA212BDZDZC?D8E 
31CA1DF7ASFB1«69118D»S31B83»2C J 4S91 

ZZ 1648 DATA 2 £33ZS32BOe8002 7 2 £ZDZ5832F36 
2S32332 3 3225252EBaaeBBBB8ae8BBaaaailll 
lll21314ltil6l7lBlViaiilZBB«ZAS J 16*8 

10 £658 DATA B3B3BBA2B9B4B4 AF AE8FB3AS AC AB 
A3il4A25F4C472CA22FA»eJDe831GA18FAfi0A? 
B385F5A6FS3B33BDACZB3BE9V&AA65 , *362 

ZH 1809 DATA BEA8ee38BD3431F95&31F084? 8£B 

b**b e b c«eaa b d be a abb a a bbebd 3431 i?**3 1 e a 

08C 896 D 8 F 4 C6F S 4 C 5 4 Z C 5 8 A Z 8 B BD98 j 6179 

HU 1B78 DATA 2C9D53 3 £C A18F 7 68 28291D£0 £8 £8 
18iaJ.ft2e452CA2e8BDFE»9DB631BD182C9Dll 
31 fl 98 B 9 D 2« 3 1 C A 18FCAB F B 1 SB 91 1 B D M 414 5 

CJ 1888 »ATA 8D31A8B4BDl«2CBDlA31ftD212CBD 
IB XI A 9 6 4 A28 1 E 4 F 7FB88 9D2B 31E8D 8 F 6B8AB1 F 
D 8 C 9 8 EDA 1 2 E 6 F 6 ASF fl 2 9 B 3 B 5 F B 2 B D 9 > 5 927 

Alt 16*8 DATA 28AD1FDBC 98SF8F9AP8482D8E 2#8 
fl 5 8 * A 9 1 46 O 8 C D 8 SEA* D 8EQ H E ft? D 8E8 BEftSD 8 8 E 
88 D 8 E BE BE 8 BE64D 8 A 2 8 BA4B1 8 DEA22 ^6771 

UK 17*8 DATA 99883€BD382D99«ft3BC6EBE014DB 
EE6eeftB8aeeeftBBCaCC3€3C3C3C33 8 38888888 

aaaaaa A9ft?*piC82Att AcazDftFtMJfia a , 4172 

FN 1718 DATA 8ABDMD 2A 9A&&D 8 ID 260 ABD 8 D 9 82 
F 8 ftE A 9 8 8 6514 A S 1 3 1 Bft9B 6 8 B FftEB D 8 6 8 A 5F 8 C 5 
£ 3D8F9Af>!SF3SFaiaA2aFBD 3F 389D48 , 5895 
171* DATA 3BBD4F3B?DSB3BCAfr*F18E4«38^E 
5838684CS92BA21FBD9A21?D4838GAiaF768AZ 
lFH&BA219A**38CAl*F7B8AftFAF812 # 571ft 

CA 1738 DATA A*AA8D81A2ft»2A2E8^AAD2D0838D 
81ff2C6F8fl«F9F81ZA9A88DeiDZBD212E8D8ZD2 
D8B380fl3D2CBF9A5F AFB17A9A A8DB5 t 64B6 

VR 174* DATA D 2 A 9 1 F 3 ftC SF A 8 A B DA4D2C6f A A SF A 
&«838DASD2A!SEAr r A2&AeF349«lF82BADAAD229 
81F#8BA94E60B6D2A9ZZAD87D268AD J 6291 

GU 1758 DATA BAD22J07D8eAA9078D86D2A?CA8D 
8 7 D Z Bff 8 888 1EC81 E 081 ECO £ E 888 854 5 A S 8 4 6 3 C 
2 8 £4A2B7A 988 9D8BD 2CA18F A&B289D , 44B2 

YV 1768 DATA Z8fll> BADZZ?e7BSB42AC«Z^ A^FFBD 
1C A2 284 9 2D2 8 4 8 2 C 2 B fl C 2 028 33 ZE 2 8 C F 2 B Z BBS 
2B A 9 8 8 8 S B F 8 SCABS C 1 8 B C Z ABB 4 A 9B 3,4764 

AI 1778 DATA BSF 7 A9BASSF5 ABF5BSBF85B42 AC8 
23A9B«ABB2BB83£*09272AA12C2A942D28A82I> 
2 AC 4 2 B 2 Bft£2 A A S B D DAI 0822 AC92 6 A 5 * 6661 

OH £788 DATA D 8F AD 3 AS F 3D A3 5 A D 1 F D ft C 9 a 6 D 886 
24592 B 4 C&C2E2 879 26246 027 24DF2 7 2 860272 8 
DF27284D2AeDlE8tt2e5229ZAflE2A2A # 4*32 

VR 179A DAT* 7^^ A A D ACA^D 8 F B B 5 4 B 4 097 ZC ASF 5 
C5F6F8e5E6F54C7&2EC6F7A3F7De652A50£d4C 

&9ZEa8e08BAaaaee8BAaaeeeeBAAaa ^ 46BX 



TC 10 HEN 



LOflt- flML HUM JtUUlANl 



FOR ACE PRTBEU.FTR 



iiM|> THE ROAD Htllii. 



AA 11 REN 

LO 28 OPEN ttl f 4 f f f '*D r AOE . AB J M 

DC 38 PAKE A68 # 7SP0ITE 8S2 # *EP0f(E 953,S2;P 

OKE 8S6 f 2^S;F4K£ 557^55 
SA 48 K-U^R IADR I ' 1 hh b^L VB**3 ,16J 
flQ 54 CLOSE ttl !M=USR C82321 



USTING 2 
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PRINTER UTILITY 





ROUTINES 



Ray Allen provides a 
couple of utilities for 
the unique little 1020 
printer/ plotter 



Library) and It can print Atari Artist screens but Lhcy don't 
look that good in one colour. 

The dump features bi-directional printing but is still fairly 
slow. One tip is to tear off the paper before each print as the 
printer will advance the paper to see If yon have got enough 
and add equal amounts of paper at each end of the finished 
print. If you print a lot of screens the dumps should then be on 
the same size of paper. 



The 1020 printer/ plotter still remains popular with recondi- 
tioned units now being readily available from one of our cur- 
rent advertisers, It Is a handy little printer for program listings 
and many owners will have linkered a round trying to program 
it but few realise that it can do full screen dumps jus L like any 
other printer, 

The program presented here will dump any Graphics 8 screen 
that has bee saved a standard B2 sector file. It. is not particu- 
larly fa si bul It certainly works! Using standard Atari basic a 
full screen dump will take an incredible 50 minutes but ihis 
can be shortened to around 30 minutes by using Turbo Basic 
and to 23 minutes by compiling the program with the Turbo 
Basic Compiler, 

The second short listing won't take nearly as long! It is a 
simple directory printing routine that you could add to any of 
your programs and it produces a neat four column printout of 
any disk in drive I . 



HOW TO RUN 



The program will first, ask for the name of the PIC file you 
wish to dump. When entering the filename you don't have to 
put M D:" as it will be done for you ii' leil off. If the PIC to print is 
called PICTURE then press RETURN only as this Is the default 
filename. 

You will nex< be asked for the colour to print the picture in. IL 
only prints in one colour as Graphics 8 is only one colour but 
you can choose which of the lour pens to use. The picture will 
then load in with the screen white to represent the paper and 
the image in black. This will show you what the finished print 
should look like. When the printout Is finished (go and make a 
cup of tea!) it will ask if you want to run a^ain. 

The print sub routine can be used in any program that draws 
Graphics 8 screens such as SP1RO in an earlier issue of the 
magazine. Just add the routine after the screen has been 
drawn. 
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THE 1020 SCREEN DUMP 



I tie main use is to print out a GRAPHICS Mode 8 screen. The 
program will print screens from R-DRAW (from the PAGE 6 



CH 

RI 



± REM r 



2 REM 1 DIRECTORY PRINTER FDR 1B2H | 
LU 3 REN | by f*«jy All*n j 

Git 4 REM ■ ■ 

it OPEN tt±,« f fl,"P; 7 Hi ^M- 1 ' 
KK Ztf DIM M (26* : OPEN »2 , ft # fl , M D ! # a **■■ 
5U 38 TRAP 58 : EMPLFT B2 , F 3 
Hfl 48 ? ttl]F*J" "ISGOTG 30 
CP SB CLOSE ttl!€L4S£ B? 
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1020 DIRECTORY PRINT 

This simple little routine will print the directory of a DOS 2,5 
disk and should work with other DOSs but I have not tried 
any. 

The directory will be printed in four columns across the paper 
and this can he put in the jacket of the disk so you will know 
whal is on each disk. The routine could be added quite simply 
to any program 

I hope that you continue to enjoy using the 1020, mine still 
gets constant use! 



RV 30 REM 8 
GG m ftEB a 



ed ie rem MttuMiittrrn 1 1 1 mtrtr i mmmtu 1 1 u attttttm 

ttG 15 REM tJ PLOTTER DRIVER 11 + H 
SN Z8 REM tt HT-RE5 GR . S D U MP E R H 

88 25 REM tt 62-SCCTOR FILE ' 5 UHLV 8 

BY RflV ALIEN ff 
□A 4ft REM 8 HEM ATARI USER - DEC 90 8 
EO 43 REM WP I 1 1 1 1 1 M l ] il l I lUJJJJU I til I J J J Jl||MJJ» H888» 
»C 50 REM 

GA ws rem armrsM 

90 60 HEM 

Kit 45 GOSUB 525: REM * MAIN SCREEN 

AN 70 GOSUB 455! REM 4 INPUT FILE NAME 

BEL 75 GOSUB 373: REM * INPUT PEN COLOUR 

Ifl 68 G0SU4 325 r REM » LOAD PICTURE 

AF 96 GOSUB 1SS:REN * PRINT PICTURE 

US 90 GOSUB 110! HEN # RUN AGAIN 

tJQ 95 REM 

MD 100 REM ^rlltW^pfJllTg 

RB 103 REM 

Nil 11B GRAPHICS 8 SPOKE 764 ,255: POKE 742,1 

NX 115 POSITION 12,41? **Run Again fY/N> 

BE 120 K=P£Etif764) 

CM 125 IF K=4J THEN RUN 

ML 130 If K=35 THEN GRAPHICS B I POKE 7M,I 

55 J END 
MfC 135 GOTO 120 
QU 14B REM 

VS 145 REM ff J :H p l ■ J f A II Ijj iff 

OH 150 REM 

PV 155 TRAP 5^0 

yj 4 6fl OPEN B2,6,B i ,- pE" 

IS IBS POKE 65,0 

UH 170 f 8Z J GHR$ f 273 J CHRS C71 

ZJ 175 f 81; "C"; COLOUR 

ME 100 ? 82; "M48 T -4O0 M 

LO 105 f 82 ; 

VI 170 ? «; "MBiSl?" 

va 1S5 COLOR 1 

DP 20B A=4 

DD ZB5 FOR B = l TO 1*** 

HK 2lO LOCATE 1 1 "5 - A * B- i, P : I F RSl THEN GOS 
UB 275 

GT 2 15 PLOT 3 1*- A * B ~ X ; C O LOR 1 
DE 220 NEH1 B 
Ne 225 A=A+I 

MP 230 ? »3f H M";*ft4j a 'j"j 319-4*2 
UB 235 FOR B-1M TO 1 STEP -1 

04 £40 LOCATE 3X9- A # fi-1 , P 1 XF P=J, THEN GOS 
UB 275 

CZ 245 PLOT 31 3-A r ft- li COLOR 1 
DK 258 NEKT B 
MI 255 ft=A+l 

PP 20B ? B2jj ,, M"s0VS ,B J31?-ftf*2 
RF 265 TRAP 295 
ON 270 GOTO 205 

AH Z74 ? 82j ?, M ,, jB*2-l|", p,, J 319- A*2 
R¥ 28B * tt£;"Di"sB#f;*- f "j JI9"A*2 
VE 245 COLOR O 
Z« 290 HE TUCK 

UP 295 ? BE;"!"!? 82; "MB, -230" 
LL 300 CLOSE m 
ZO 305 Rt r URN 
dQ 310 REM 

■■J 315 HEM ■ HHMMIMil II 

05 320 ft EM 

ZA 325 GRAPHICS 24 : SEtCOLOR 1 , 8 , 9 1 SET COLO 

R 7,3,15! SET COLOR 4,0,15 
PH 330 Tilpp 590 
OF 315 OPEN ttl, 4,4, FILES 

IZ 340 POKE 059,7 I POKE 852, PEEK 1337 : POKE 
053, PEEK 189 J i POKE 056 , 255 1 POKE 057, 255 

VO 345 T 1 0 = u Sfl f A D R l"h h hQL MQ k ' > , 1 6 J : C L 0 5 E 8 
1 



COLOI 



HT 358 PCfcE 76 4,255 

ZY 35S RETUftN 

R A 360 REM 

MS 3&5 REM 

PC 370 REM 

BP 375 POSITION 11,111? "Enter COldur of 
PEN" 

HK 303 POSITION 17,132? "l^OLACK" 

PN 305 POSITION 1M4I? * i 2 = BLW^" 

«e S9B POSITION 17, 1ST* "I^GREEH* 1 

LH 3 95 POSITION 17,101? "4^RE0" 

KG 400 POSITION 13,191? "> f»J 

JB 405 PONE 764, POKE 752,1 

XY 414 KEY-PEEK C7*41 

TG 415 IF NEV=?1 THEN COLOUR- B ! RETURN 

TH 420 IF K£V-30 THEN COLOUR-1 1 RETURN 

ML 4 25 IF KEV=2B THEN COLOURS r RETURN 

HZ 430 IF K£Y=24 THEN COLOUR -3 ■ RETURN 

NT 435 GOTO 410 

QM 444 REM 

GK 445 REM J T I J I i Mi i ■ « Mil » 

OZ 4 50 REM 

Kit 455 INPUT INPUT $ 

01 460 POSITION 15,ff|? " M 

ON 445 POSITION 13, BIT "> »j 

¥H 470 XF INPUT*="" THEM 4*5 

TG 475 IF LEN EIKPUTiJ>=15 THEN 455 

RB 40O IF INPUT*=' 4 C^ OR XNPUT*""C | « THEN 

FILE*= M CJ M SGOTO 604 

H4 485 XF INPUT* CI, 2> O"*!" THEN FILEf=±>*0 

1 44 f FILE* C33 =XNPUTf £ GOTO 5(50 

Kit 490 FILES-XNPUTS 

IU 495 FXLE* = "*i PICTURE 1 * 

HA BOO POSITION 10*8!? FILES l" 

EQ SB 5 RETURN 

OS 510 REM 

ML 51Q REM 1 1BIMiTltl il * U 

Oil 524 REM 

PH 51f5 GRAPHICS 8 S POKE 704,255 

UV 530 SET&OLOR 1, 9,4 ISET COLOR 4,3,4 

AM 535 4IM ftStlJiDIM INPUTS Cl» 3 DIM FXLEt 
CIS J 

JO 540 POSITION 11,21? "1420 HI-RES PLOTT 
EB" 

UE POSITION 18,3:? ki 

ZN 550 PO^ITIOH 9,5s? "Enter PICTURE f i 1 f? 
nam?" 



DM 


555 


POSIT ION 


15,23 3? "BV R-A114H" 


OT 


5&0 


POSITION 




Eg 


505 


SET COLOR 


1, 4,10 


ZP 


570 


RETURN 




HT 


575 


REM 




AK 


500 


kH,M errc 


)ft TRAP ROUTINE SSS^ftSK 


RV 


444 


PEN 




PG 


590 


GRAPHICS 


0:POITE 704,255 


AO 


595 


E=PE£K C19S* 


KA 


048 


E=139 


THE N G35 


J J 


505 


IF E=ri3B 


THEN 525 


IK 


610 


IF E=X70 


THEN fi4S 


HH 


415 


POSITION 


11,6 S? "ERROR NUMBER : - 




!? E 





PQ 620 GOTO 550 

ZN 525 POSITION 4,01 t "ERROR NUMBER »J l T 

EJS? 11 NO POHFR TO UNIT" 
PS 530 GOTO 550 

VP £35 POSITION 4,fi:? "ERROR NUMBER "j;? 

t ; : 7 11 HO DISK IN DRIUE" 
PU 040 GOTO 458 

OX POSITION 4,5i? "ERROR NUMBER ! ? 

Ej !? " FILE NOT- FOUND 11 
OK 044 POSITION 0 , XI ! ? « 



HIT A KEY TO TRY 



in . 



VN 555 K = PEEKt?b43:£F K«55 THEN RUM 
S£ 560 GOTO 655 
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PROJECTS 





Part 2 




As discussed In the last issue, an ordinary domestic 
stereo cassette recorder can make perfectly acceptable 
recordings of the music you produce with your Alari 
computer. Bur if you get really serious about creative recording 
you soon discover that a stereo machine has many limitations. 
For Instance, once a piece of music has been recorded there's 
not much more you can do to it - except play it back. If youVe 
looked into the subject at all you find yourself drooling over the 
creative possibilities available lo professionals, with their 
mufti- channel sound mixing desks, multi- track tape recorders, 
and electronic effects generators. Then you realise the astrono- 
mical cost involved puts It all permanently beyond your reach. 

Don't despair though, as once again technology has come to 
the rescue E It's now possible to set up a " home studio" offering 
many of the facilities of a professional studio at a surprisingly 
low price. Obviously, everything is on a smaller scale and you 
won't get full professional quality, but the results can be 
amazingly good. 

The big breakthrough was the invention by Tascarn of the 
cassette based multi-track recorder, complete with its own 
built-in multi-channel sound mixer. Owning one is like having 
your own portable recording studio, hence that awful term 
"portastudio"' now used to describe machines of this type. 
Other manufacturers soon jumped nn the bandwagon and now 
companies such as Vcsu-lv. E-Visiex. SniL- ul. and Yamaha also 
have models available. 

Competition has caused prices to tumble and you can now 
buy a ponastudio for under £200, but for this amount you ll 
only get a very simple model. You probably really need to 
spend at least £300 to get something you won t quickly out- 
grow. Sounds expensive? Perhaps, but it's a tiny fraction of the 
cost of "professional' equipment, and will give you a creative 
freedom just not possible with a normal stereo machine. 



MULTI-TRACK 

The typical stereo cassette recorder always records and plays 
back two audio tracks at a time, t,e. the left and right stereo 
channels. Most portastudios have four tracks, but more expen- 
sive models may have six, or even eight, and can usually 
record concurrently on any combination of them. More signifi- 
cantly, they can record on some tracks while simultaneously 
playing back others, allowing new sounds to be added along- 
side those already recorded. The tracks cover the full width of 
the tape and operate in one direction only (no Side 2), cutting 
cassette capacity by half- Also, the latest portastudios run at 
Twice normal speed for improved sound quality, reducing 
capacity by half again. Thus, a C60 cassette might only hold 

15 minutes of music, and this together with the need to use 
only good quality chrome tape, means running costs can be 
quite high. 

The portasLiuUn's ink rophone and line inputs permit the 
recording of acoustic sounds or directly connected live or ME13I 



John S Davison concludes 
his exploration of direct 
recording from your Atari 



sequenced synthesisers, drum machines, and yes, even the 
humble Atari sound chip- The portastudio and MIDI sequencer 
therefore naturally complement each other. For instance, you 
could use MIDlMaster on your Atari 8-bit machine to build a 
synthesiser based multitiinbral backing and record it onto one 
of the portastudio s audio tracks. Then, as separate opera- 
tions, you can later add other sounds to this using the other 
tracks - acoustic instruments, solo or backing vocals, sound 
effects, or anything else that takes your fancy. You can then 
replay all tracks simultaneously to create a complete musical 
performance, 

STEREO MIXDOWN 

There's a snag if you want to give your multi-track creation to 
someone else to hear. The portastudio s track layout (four 
tracks versus two), recording speed (9.5 cm/sec versus 4.75), 
and noise reduction system (dbx or Dolby C versus Dolby B) 
usually means your cassette can t be played on ordinary cas- 
sette machines. You must first convert it. to standard stereo 
cassette format, by performing a "stereo mixdown". During this 
process you can also extensively manipulate the sound on 
each track, and it's this aspect which provides those additional 
creative opportunities , 

The mixdown is achieved using the portastudio s built-in 
sound mixer. Its basic function is to take any combination of 
recorded tracks, mix them together, and route the result Into 
two outputs, Le. the left and right stereo channels. Additional- 
ly, you can use the mixer s level ' controls to independently 
boost or cut the volume of each track to achieve a good 
subjective aural balance - for example to ensure the vocalist on 
track 1 can be heard above the drums track 38 

You can also use these facilities to perform "track bouncing", 
a technique permitting playback of up to three existing tracks 
and re-recording their combined sound onto the fourth track. 
You can also add new sounds live as you go, so the fourth 
track could carry four different sound components AND you Ve 
freed up the other three tracks for reuse. If you repeat the 
procedure with three tracks, then two. then one, you can 
actually record TEN different sets of sounds onto just four 
tracks without bouncing any of the sounds more than once! 
Clever, eh? 
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THE SOUND STAGE 



There's more. You can create your own stereo image layout by 
using the mixer's "pan" controls to laterally position the sound 
from each track anywhere on the stereo "soundstage", For 
instance, you could position the vocalist and drums In the 
centre, with acoustic guitar to the left, and synthesiser sounds 
to the right. You can even create moving sounds if you wisht 
You can also change the tonal h:il:m< e of ent-h Track nsin^ the 
mixer s "equalisation" facilities. ]n their simplest form they're 
similar to the bass and treble controls found on hi-fi ampli- 
fiers. They allow you to cut or boost the high and low frequen- 
cy content of each track, for instance to beef up a bass guitar 
sound, or add more "edge" to a singer's voice. 

Finally, most portastudios are fitted with at least one "effects 
loop". This enables you to feed the sound from any track to a 
separate "effects unit", then mix the resulting sound back In 
with the original at any required level. Effects uiiUs are sepa- 
rate accessories which enable you to create electronically gen* 
crated reverberation, delay, echo, chorus, and a host of other 
special effects. They're not essential, but do help you produce 
more ' professional sounding" results. 

The market is flooded with different effects units> priced from 
about £25 upwards. The inexpensive ones are often designed 
as "effects pedals'" for electric guitar, but are usually adequate 
for portastudio use. The most useful one is undoubtedly a 
reverb unit. With my Yamaha MT3X portastudio I use a Yama- 
ha R100 reverb unit 1 bought secondhand for £80. It's this 
which added that "spacious" ambience to my voice on Page 6's 
World of Computer Music Making cassette, Hie R100 has 60 
different preset reverb, delay, and echo effects, each of which 
can be edited to produce an '"effects patch" to meet any parti- 
cular requirement. 

Taken together, the portastudio s mlxdown facilities provide 
you with endless creative possibilities. With so many variables 
to play with it's easy to spend far more time doing the mixdowii 
than on creating the original multi-track recordingf You need 
to listen carefully to what you're doing at this stage, so a good 
pair of ears and a decent monitoring system are essential. 
Headphones, even high quality ones, are virtually useless for 
monitoring - you really need to hear the mix via loudspeakers 
to get it right. You can start by connecting the portastudio to 
your hi fi, but you can buy specialised monitor amplifiers and 
speakers if you're really serious. 

Once you've got the mixdowii sounding right you can record it 
onto an ordinary stereo recorder connected to the portastu- 
dio's stereo outputs. You'll then have a standard stereo casset- 
te playable on any domestic cassette machine. 



matieally switch from one effect to another using MIDI Prog- 
ram Change commands. Using an appropriate sequencer on 
the ST you can create a separate effects track alongside the 
sequenced music tracks. This can carry MIDI JYo^ram ohimge 
commands aimed specifically ai the effects unit. Result - auto- 
mated switching between different effects, at precisely the right 
point in the music! 

Sometimes even a portastudio s four recording tracks can 
seem limiting. One way of expanding its capabilities is to 
synchronise it with a MIDI sequencer running on the ST. You 
can then record or play back tape tracks with the sequencer 
locked accurately in step with them. This makes all those 
sequencer tracks behave like extra tape tracks, so you don't 
need to record the music they represent onto tape at this 
point. Tins frees up tape tracks for additional acoustic record- 
ings, while the sequenced synth and drum machine sounds 
are played "live" from the sequencer every time you run the 
tape. The latter don't get onto tape until the final stereo 
mlxdown. when they can be mixed in with the sounds from Lhe 
porta studio's tape tracks. For this technique to work you need 
a sequencer which can generate and respond to timing signals, 
and a portastudio which can record them correctly onto tape. 
Not all have these capabilities. 

You don't get something for nothing, though. You have to 
dedicate one tape track for use as a sync track. In its simplest 
form this carries a recording of a stream of MIDI clock signals. 
Unfortunately, these are unsuitable for recording directly onto 
tape, so first need con verting into audio signals, known as 
Frequency Shift Keying (FSK) tones. Similarly, on playback the 
FSK tones need converting back again before any MIDI gear 
will respond to them. This two-way conversion is handled by a 
special piece of hardware called a MIDI/FSK converter, avail- 
able as an optional extra for the portastudio for around £80. 

In use, the sequencer is used to generate the clock signals for 
recording onto the tape at the required tempo. On playback 
from the tape, these signals may be thought of as kind of high 
speed metronome. The sequencer listens to its ticks and 
mutches its own tempo precisely to them, resulting in tape arid 
sequencer running exactly in step. You can now record acous- 
tically onto tape or via MIDI onto the sequencer tracks, know- 
ing that the two are running as one. Effectively you've turned 
your humble four track portastudio Into something much more 
powerful. For example , if using the Steinberg Twelve sequencer 
you now have the equivalent of a sixteen track recorder - 
twelve on the sequencer and four on the portasLudio. 

Well, Vm out of space again and IVc barely scratched the 
surface of the subject. However. I hope you've read enough to 
want to begin recording your own musical creations. Who 
knows, it could be your first step to stardom! • 



ATARI IN THE STUDIO 



Did 1 hear you asking where your Atari fits into all this? Well, 
I've already mentioned i1s obvious role - in MIDI sequencing, to 
produce some of the music you ultimately record onto tape, 
However, there are more esoteric uses, such as controlling 
effects units and extending the capabilities of your portas- 
tudio, 

It may surprise you to hear that many effects units now come 
equipped with MTHI! This allows you to hook them into your 
MIDI system and control them from your Atari. For example, 
using MIDI System Exclusive facilities you could save and load 
customised effects patches you've produced for them or auto- 



THINKING OF MIDI? 

PAGE 6'S WORLD OF COMPUTER MUSIC MAKING 

audio tape will show you just what can be 
achieved on your Atari with a low cost synthesiser 
Both XL'XE and ST are covered from Music Studio 
through MidiMaster and on up to Steinberg's 
PRO 12 - a feast of music on an hour long tape 

Price £3.95 inc. post & packing in UK 

Overseas please add £1 for postage 

PAGE 6 S P + Ch BOX 54, STAFFORD, ST16 1DR 
Telephone 0785 213928 



Access or Visa orders welcome 
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XL/XE TYPE-IN 








▲ 



Peter Dean presents a 
challenging arcade adventure 
that ivill require logic and 
careful thinking to solve 



w 



ordmaze is an arcade adventure thai combines logical puzzles with a teasing 
anagram. 

In a quest to find a missing vase there are sixty-four roams to explore, with 
hazards and obstacles to overcome- Help is available in the shape of several 
objects scattered throughout the maze. Furthermore^ a teleport system will 
enable the player to get round much faster. 

The program Is written mostly in Basic, although machine code is used to set 
up the screens. One aspect of the game - a feature not always found in 
commercial offerings - is the ability to save your progress at any time. This 
can be done not only to tape or disk but also to memory. Using these 
functions will avoid continually starting from scratch once all lives have been 
lost. 



HOW 

TO 

PLAY 



Your goal in Word maze is to retrieve a tost vase and return it to the start. 
Along the way there are problems to solve, skulls to avoid and a puzzle 
that needs unravelling. 

Getting around the maze is simple enough, just point your joystick in 
the direction you wish to go. To take or negotiate an object N position your 
man either side of the shape In question and press the joystick button, 



The following keys can also be used: 

S - save the game at your current position. A further keypress will then be 

required; the options being shown below the depicted room. 
L - load a saved game. Again a further keypress will be required. 
Q - quit the game: with the option of starting again. 

At the outset your man has five lives and these will be reduced each time a 
skull is encountered. Hidden somewhere further on, however, is a bottle of 
life-restoring liquid. In addition to various objects scattered around the maze* 
the nine individual letters of a password can also be found. These must be 
collected in their proper order, so the temptation to take the first letter yon 
discover must be resisted. The rule is. work out the anagram before making 
your collection. Drawing a map is essential, 

Good luck and remember ... try not to get involved in too much skullduggery J 
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ODDDDODD DDDDODDDD 
□ ODD D 0 D 

a a o bd£g □ on oo 

DO 0 0 0 

00 0 0 0 00 00 
0 000 0 0 0 DO 0 

o O 00 o o 

0 ED 0 09 0 
0 O 0 DO 0 0 DO 00 
O0OOOO00 OODODDODD 



Tfc. *Jk ^ 



i 



e 

4- 



WORDMAZE 


0J 




KM 


SObO 1 V PtLKCPJ -6 TtiEK 5630 

^J* U XX !U >^L 1 ■ ■ L ^ ■ ■ U ■ PI ■ T V IF "ff PT 






286 , 246j 238> 206 - 267 i 20S . 241 , 104 , 96 






IT 


StPt'B POKE C| 0 2 3t- r£ EN lr* SD + rtLR » H * U 




UC 


9166 


DATA 


168, 8, 132, 207, 132, 2Q8, 166,2* 








: ft-PEEKCP*2J 1 L V=PEEK t P+ 3 J : L=PEEK <P+4> i 






Z02, 224, 


99, 240, 3, 32, 282 , 142,166, 289, 








M "PEEK CP + 5 J 






232, 22 4, 116 F 246, 3 , 32, 202 t 142 , 165 x 2B9 






UD 


5079 Q-PE"^K tP + ftJ ! FOR J = I TO L;PW5tJ, J) 




WN 


9198 


DATA 


74 r IBS T 20 ,17ft, 224, 187, 246 ,3, 








=C HH&CPEEKtP+fr*J]T I HE W T J 






32 r 2 62, 14 2 


, 165, 2*9,56, 233, 26, 176, 224, 7 






CK 


SOB* EF L-8 THEM PHS=™ 






j 24H p 


3 p 32, 202 , 142, 184, 96, 189,130 






DA 


5898 FOR JuD TO 32 J T f 41 =P£EK CP+16+ JJ S H 




OH 


9200 


DATA 


157, 281 , 4 , 176 . 11 , 23ft, 287, 2*6 








EHT J : A~U5R<PAuEfc,3700* p 40540,663 






, ISO, 282, 261,8, 248,2 ,132 , 206 3 96 






CR 


5188 GQ5UD 1OB0 : HE TURK 




IP 


928 9 


HI PI I 


ROOM DATA 1 






NO 

in 
i_U 


5949 REM BJi1U4BMif ; 1IEBBl 

POSITION 1,10S? aft a "[i»Htll?WlM 




ZL 
0 J 


9216 
7ZZ0 


DATA 
DATA 


j .-t j-i j j -b-j-t^j- A f-H^ ■ r c ~T C R- 

4?74l373*68J2f 953/05 

J wMl J **¥ ma W wM at wTm. PB TB V J mTm T ~ P 1 41 O H7 

19 43361 927634837270? 












uc 


923ft 


DATA 


mw mu -f m jm pr— w™ jt <l 4 -D a JE T f TP 

26 66 187 55 7 68 1B9436B7 






r- p. 

ED 


5816 I"F PEEK CK) =43 THEN 684* 




OR 


9248 


DATA 


2 3 94 54 06 2 9 B 4 4 O 9 7 Z 65 3 






QU 


6828 If PE;EKtKl=35 THEN G63UB 2990: GOT 




UN 


9250 


DATA 


5789 16653 4 06 ZD 94 396" 








n inn 
u no 




1 ■ Li' 
UK 


926B 


DATA 


b b paw ~w atm ~~w iv 4 -ck a j c : a -n ~i 4 jc ^ 

16 76 3ft 7 82 964 56 971 46 3 








ft ft It £1 CO TH ftftlft 

O U till r J U I fcf D O -L. u 




GI 


9278 


DATA 


46661796398826746797 






AG 


fkftJiB PDIF K l ?EBlPD5TTH}H a , in : ' Jtfi 3 14 
has a tf rni them position 2 12 s ' ttti" 




t n 

10 
OF 
IfV 


9288 
9298 
9388 


DATA 
DATA 
DATA 


26644 689187350092 *«S 
3897283457091065 60 6 6 
2 5 7 3 42 95 10 3 9 3iB B 71 B / 4 








P QNGDArUL ATIOH^ m ■ FOB J— 1 TD Eft ■ MEHT J 
ullHltnH 1 UUH 1 m% U 11 -, ■ r Vn — ■ u ■ n s_ m 1 -fa, 




JT 


9318 


DATA 


4 7 6 B 2 9 0 55 96 728 3450 1 B 






1 u 


BB&8 IF PEEK CRT J -43 THEN POKE 2*8tA=lf5R 




H^E 


9X28 


DATA 


2393 49 86 2 78 33 789 185 3 








C PACFfi . 37BBS . JAS^M . 6*31 r tQTO 7B 




ii 


9318 


DATA 


■Ef* m\ mm- aWa M aTJL H J m PAL ~1 E 4 mfM n E ET ■ f J"i 

666 91 8 74 48 762 98 56 96 B 






-m-mm m 

rrU 


SB7B If PEEK tK? "33 THE N A = U9R CBB4B4-1 




PQ 


9348 


DATA 


2674 35 8 51 795 38 6 7 1B7 4 






EF 


B»B If KfJ TttEN A = U1H tPAGES t I7BB4 j 4B 




0M 


9368 


DATA 


v v e% e% -A- j a 4 -v v je n v n 

5 7 B B 2 9 ft 3 4 9 Iff Z B734B SB 








■frfl. A 4 El * ■ ■'1)11 I b * T n KA, r UPtlT 1 

QDVi If 7 IrPH *J— -1 TO 9B rHE.nl J 




HG 


9968 


DATA 


1 9 76 3 69 9 2 864 58 2 7641 3 






Jl Lit 

PA 
QQ 


KAtft E-BTD. AiSB 

pry Blli3lFili3GBB 

Hfi" ^Ub^LLUeeeeI 

7aaa tf t (11 -fl THEN Q^G-i tCO^UB 2BBBIG 




Fh I ,1 

c w 
RE 


9378 
938* 

jmh <*■ mWm 

?390 


DATA 
DATA 

■m. a mm m 

DATA 


4 9? 6286656 081 9735897 
3 B £4 S 7 A ft 9 9 S fl 4B 7 fti 79 B 
396B 0 7 14368 72 9*3*8 7 9 








DTD 268 




■ ■ m 

H> 


9468 


DAT4 


28 654 78 6 1 9 ft 3 4*962 678 






4F 


1 UsLU-1 iFDi jsiia fn 4BBI4.BUHB B. 
r v^.w V- Tp"-™ 1 *!. " Air w n u>i ww ■ w iwo i #uiini# w ;? 




n n 


9416 


DATA 


3 1 68 196*6 6791823 347* 








J t IB j B J BDUNfr I f J-iO f l» P f iNEHT J 




PH> 


9428 


DATA 


84 8 »4 966 17 8 55 61728 9 4 






PB 


7BZB ?0UflP fli B f 8 d 8 ■ ""HHP ,]. » B * B j B 1 IF LV 




FP 


f4S<i 


8ATA 


6898276137**18944683 








THjEH POKE IflflRi , B 1 GQTO fifllR 




PP 


9446 


DATA 


2 57 56 * ft * 1 73 34 379 1**4 






cR 


7B21 pan BSl 10 IBBlHEMT DlPOKE TDP4M. 




^P 


946* 


DATA 


396*267636769*138689 






UD 

YH 


B 1 PDIfE ^.ftiEfl^llB 1BBB 1 GOTD 9-B 

7495 REM Bl ?H ?MH tfa-liMHUlEM 

B BBB P DICE 1 B ft , PEEK C 1#B 1 - 24 k AMRSPECK C i 

U ■■F a mfr " Br "eT n _l_ "jV H J m ^km mum Pn. pje« ^eF eF Efc "tr I Pet Pet ammr w \mr wmr mr r » rt* 




BI 

81 
HA 


?4ft8 
9478 
9466 


DATA 
DATA 
DATA 


2 7* 39* ** 1 04 65 7*8 788* 
87808768*678878877*8 
78766667687**7867778 








BB3 tffKI 




F U 


9498 


DATA 


7*767*77*87887788886 






£Y 


A01B A=li3R{PAS£e . E7341 J ADDR J l0i4i 

if w ^ 11 ■PI mm. J W%. m ■ FT tbI V J *e# pF BF a W^kf J PT lr bt re JF pB> *W mr^mf sT 




UU 


9688 


DATA 


78707780 7878*7878787 






tC 


mm RESTORE ?B4eiPD5 = flI>&R + fl:F0H J=B T 






9618 


DATA 


7*7 B7 877877 *8 787*78* 








41 ll»tREAJ> A 1 POKE P0i+J,AtHEKT J 




FP 


91526 


DATA 


78 88 768 67 8 76 *7 7*8 67 8 






HP 


M3& P C 5 =d D frR + 2 B B S F DR J=B Ttt 23ERE-AD- A 






99*6 


DATA 


788708778/7*8776787* 








hnnvu nnix t a r ur ut i 
rPUKE. rUDti^RiN E.-N 1 «J 




IB 


964 A 


DATA 


*67*7 * 7 77*768 78 87 8*6 






■up n 


Rflia POKE 756 . PEEK f 1 86] 

U El ^ Ef IT Ur b f ¥ll p r IniiiP 1 * + ?Wf 




HB 


96158 


DATA 


78788884887867*7877* 






PQ 


StKi Iff TUSH 

U V w D HC I u n WW 

ft 44 4 QPU Bl'J ^ >BrTPXhBF. BeLT d -1 U I ■ h};l pf;tt 




H If 

MV 


95*8 
9676 


DATA 
DATA 


8*8878*8887*67777777 

77/777777778 






GG 


*daa FOB JulEXEi TD L75I : PCfll> A: POKE J. 






9679 


ttt« ] 










rt I 1IF IfT 1 




DE 


95ff# 


DATA 


18,6,6,6, 12, 16,*, 12,9, 18,8, 1 






LL 


3fl1f1 FOP J— 365GB TO h 0EAD A! POKE 






2, 1, 9 , 2, 13, 3, 6, 2, 7,6,5^ », 13^18, 6,6, ft M 








w p B4< P FBI Br- 4% r iJ 






6,14 


, 5 , ? 








BG 


t ft * ft FUR J"l TO 7X? STEP ?U ; HEAD ft£:fi£ 
[j)-At ■ hfut J: A = USR CPfltEb , dtfl £B$5i . 1763 

Bi -be* J PB " 1 n Bei 1^ W a mr W trW ■-■ — ^ ^ ■ u ■— J ev w*l m. mm v j * if ^» » 




'Be J~ 


9698 

4,12 


DATA 

i 2 , 1 3 i 


5,2, 12 j 18 , fi , 5,2,13,3,6, 5, 3,1 
P 16, 14, 14, 12, 1,9, 2, 5, 1,1, 1,3, 








Apr h P™ — -H jn*Ar^.r ' 






6,7,6,4 








ItJ 


FOR J=l TO *4 1 READ A t E4M sIlKNT 




BP 


9699 


HFM | 










i .in a 1 " a TO 8EAFIID II . D : C f Jl — A : & C Jl — D J 




1U 


960B 


DATA 


132,173, 197,148, 78,173, 148, 1 








BFHT J 

nE. n ■ u 






32, 286, 181,267, 15E, 91 , 141, 66, 121,19ft, 4 






BA 


4BJi FOB i-i f n 3 I DEAD A'DttJ JKCHR$C 






2 












a 4 i_ am sHFirT J - FOB 1 — i Tfl SB 1 READ As MCA 

H~1V«# i ft tit 1 il ■ run j — j. i tj ep *■ n i_ n v hi n vpi 




I H 


fftie 


DATA 


4, -3,14,8,1, 13,17,5, 18 








1 — 1 i hJFUT 1 




L J 


9628 


DATA 


2, 6,6,9, 11, 14,15 p 15, 28, 23,28 






nil 

ou 


4aei rno i~T7BH tb 3 7 be "9 ■ Pii nr E J a ■ upit 

J d O tf r UK J-*- 1> ,r v 0 V I U * r e*W ? « r Wft Pt- »-P j «p ■ 






.2ft, 23, 29 


,32,34*38, 38, 42,44,45, 48,56,5 








T J x P n fcC F 1 7B2 IBtP QK F 179110 






2,63 


, 66 , 57 , 68 , 6 B j- 6 2 






AZ 
□ a 
on 


RETURN 

«Aft* bfm ■ I ^Ipi^TY^T^BfifiTTI^BTilFTT^V 

7D 7 J KE. n p^pj^2^BQEE^EvU^EEnSU'i^#-^PV-i'^'-'- B -^' 

S19B DATA MM, lli*^ 133,206, 104, 13 




CT 


9638 8 ATA 13 , 16 P 64, 41 , S3 , 67 , 44, 66, 69, 8 
,8,29,18,8,8,8,9,0,6,50,47,6, 6,5,8,22, 
8,8,34,19, 8, 8, 2ft 








J m ID5 , 184, 173 i M«i 184 . 133 ,287 , 1«4 g , 




AF 


9639 


REM | 


Mr H (VHfif?ft(. 1 f. Fi DATA , : : Ar«±5K^^g5g 








B j 246, 15 p l?fl f i77j Z*B>145 f Z87, 2B(J, Zftfl 




m mm— 

HE 


9846 


DATA 


24, 24,68,9*, 24,88,162, 56 






m- u 

e,k 


B11B DATA 249j Z3B, 2«S, 23* j 24& * 2*2,280 j 




H¥ 


9668 


DATA 


24, 60, 68, 26,26, 22, 58, 33 








242, 1B4 f HI p 8 ,^*B, ±1,113, 284. 177 ,ZH f I 




TR 


9668 


DATA 


24, 18,66, 85, 58, 184,7*, 132 








46*18?, 28u , 1» , 284 , 288 , 247 t » t 162 , # 




5A 


9678 


DATA 


192, 168,158, 19B, 198, 1/6, 1*2, 






j-t -w- 

CI 


Size DATA 16 9, 14? j 13«,2B«p K&S, 133, 2 






192 












87*165, 05 , 133, 266,168 P B P 1B9i Z4B , ft, 18 , 1 




PP 


9668 


DATA 


62, 26,26,25,28, 26,28,26 








A , 113, 283, 18, 18 j 24 , £81 , 1X3 * 28ft 




AE 


9696 


DATA 


S6 r 40, 1ft, 16,16,56, 66,66 






i n 

LP 


9138 DATA 17? , £87 , 288 > 192 j Ztf , 2 




SB 


9788 


DATA 


8, 126, 162, 182,1*2, 162, 126, B 








86, 247, l»ft, 287, 24, 186 ,28, 113 ,287, 1*5. 2 




DR 


9716 


DATA 


8, 32,112,24 5, 252, 254, 255, 3 








DA, 185 4 8,133, 286,2X2, 224 j 18, 286, 243 




JF 


9728 


DATA 


8 , 126 , 72, 126 , 18 , 126 , 72 , 126 






UL 


9148 DATA 184 , 1*4 , 184 f A&£ j 8, 74 , 144 , 3 , 1 
42, 137,157 , 74, 144, J F 142, 248, 167,74, 144 




IA 


9736 

255 


DATA 


255, 129,1*9, 1SS, 153,153, 129, ■ 








,3^142, 2^**157, 74 F 144, 3, 142 ,61, 1S6, 96 




IE 


9748 


DATA 


126,66,122,16,118, 126,118, 12 






PY 


9168 DATA 32, SO , 218, 1B4 , 281, 4 , 288 , 43 P 1 






6 












B4, 184 # IB , 18, 18,18^178,184, 184, 157, tiS, 




RD 


9758 


DATA 


35, 36 j 60j 36,60, 36 , ft* ,36 








3,184, 167,69,3, 184, 137, *ft 




FK 


9760 


DATA 


24, 60, 126, frt, 98, 66, 94, 126 






DC 


»6V DflTfli 7 J 14l4,lS7,73 P 3,ie4,lu7,?2 P 3, 




PF 


9778 


DATA 


6* , 126, 153, 153, 255 , 182 , 36 , &B 








32, OB , ZZfi, 132, 283, 16?, 72 pi, 133 , 212 , IB^S 




OF 


976* 


DATA 


24,1Z£, 189. 109, 189, 12ft P 6B x 24 








,73, 3, IS*, 2*3,96 




QA 


■J730 


DATA 


&26 ,66,90,4*, 66, 98,98,96 






FU 


9178 DATA 162 , 3 , 166 , 8, 132 P 2*5 , 161 , 147 . 




KE 


9B0B 


DATA 


124 r 6ft, 60, 124, 64, 124, 64,124 








1H , 266 , 177 , 2 AS ,^6 , 233 , 46 , 141 , 286 P 2B8 , 




FC 


9918 


DATA 


6, 6, 255, 2H5, 255, 255,8,0 

*> 
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CI 
PL 
OH 
RR 
AV 
ED 
HT 
EP 



1 

2 

4 

5 
6 
7 
ft 



REM jHW^M UHWWX M KHMUKM M i ^ XMXlfXMMW 



HtH * 
REM * 
REM 
HEW 
REM 
REM 



MDRDMAZE 

an arcade adv^ntur^ 
by 

P#ter Dean 



H 
if 



NFU ATARI USER - &F-C 46 * 
flUH W WTf W WMMMUBMMlf' H WXT i MlilcH P tM W mCWMWMM 

±8 GRAPHICS 1 : 2 = 554 3 POKE :PGKE 1&,6 

4:P0KF &3774,04 
Rrt 20 G0L=12:P0KE 7BS,C0L:P0KE 784,2&:P0K 

E l»e : POKE 711.4-40 

HE 36 DL-PEEKC5&8J+PEEK£5613*256 :POKE BL+ 
3,712 FOR J=ft TO 14 t POKE DL+ J , 7 S HEHT J : 

POKt «L+ie f 7 
flU 4ft DIM I C JZ5 7 E tti43 | HC64 J f £ f 03 , D tfl) , PH$ 

191 ,0$ 1*3 , A**2ili ,BfC73t) 
2Y SB PACE6=l53GsK = 7B4!*T = fi32:BUT:r644 

au e» go*uo saee:GQ5UB seea 

TK 74 SC=40342lTOP=5C~20I MAH=£ ; R=liL=0 ELV 
= 5 SO=*i RESTORE 4638 i FOR J=0 TO 321 REAP 
A i I |J3 =A ;H£JiT J 
OR BO pWts"** 1 80*418 1800 

UM ?0 POKE ^34 

OH 44 REM ■ JMLVal = " n J 

ON 108 5=PEEKI*T> :IF 5<1& THEN POKE 77,* 
CM 110 IF MCR1=1 THEN CYCLE -DYCLE+1 ! iQUHD 

8, J#(CYCLE*53 .IBjZ 
LP £20 IF 5=11 AND PEEK C*C-i J "0 THEN 

C-ISFtfKE 5C + 1 , e t MAti=3 : GOTO 160 
0& 130 IF 5=7 AHP PEEK CSC+IJ-O THE* SG = SC 

+1 I POKE 5C^1,»: MAH-2 EGOTO 179 
JC 140 IF 5 = 14 ONI> PEEK 45C-205 =0 THEN 5G = 

SC-Z8?POKE SC+20, fl EHAN=1 : GOTO 110 
KL 158= IF 1=13 0ND PF,eK4SCt-2;BJ=B THEN 5C = 

SC + 2fliP0KE 5C-Z0^8 S MA 11=1 TGOTO 140 
PH 166 IF 5C=40420 THEN R =R - 1 : SC = S C + 1 7 1 G 0 

SU0 1080 

U& 170 IF SC=40438 THEN H = R+1 1 5C = M-3-7 : SO 
^UE l&BO 

UK 100 IF 5C=40324 THEII R=R-e : 5fc=SC +1G0 1 G 
H3UB 1B0B 

OH 140 IF SC-4050? THEN R=rR48 I SC = 5C-l6B ! € 

Q3UB 18BB 
MB 2B0 POKE 3£j MANl^QUHP 0,6,0,0 
TR 210 IF CYCLE <> 4 THEN 260 

JK 2Zfl POKE TOP + H . B ;A=U5if (TS5#0> iCYCLE=0 
HQ 230 H-PEEKT2075 t J=IHTtRH&l0?WHI+llM=Pt 

EKC2B2+J3 
BF 240 POKE 284, «l POKE T0P+M,14 
8JH 250 IF PEEKCZB01=J THEH 7904 
CE 2 Bf IF B = B AN& PEEK CB UTS =8 THCH GOSUB 

in 

m "a if peek cam then b=* 

IN 288 IF FEWCK3 02B8 THEH I8BB 

VH 2*8 rLC- fttCOTO 1#8 

YR 244 REM BflJIIIBHI'BJUMMlM 

HE 188 B=liT-lilt2pEEIE (W*Ti I IF H=0 OR H=7 

THCH Y=-llN=8EENe«4T3 
FH 310 IF OR H=7 THEH RETUJtN 

JZ 328 FOR J-B TO 8 1 IF H=C CJJ THEH ItJl=8 

lN=0iGO4UR 41BIG0T0 348 
&J 318 HEHt J 

4T 348 IF N>48 AHB N<il& THEH L=L + 1 H*W* CL 

, L>=CHR#CN1 3llH-5^-»!H=8lGfl3H0 410 
MG 308 IF N = B AHD IC23=B THEH I fill =i 2 H = B 
LK 3AB IF H = 1B THE It 428 

HO 378 J=2f&=~*iIF T<8 THEN J=-2lD=2 

GU 3B8 IF N"J,H4 AHD OR H=fB AHl> It 

73^0 t*R »=2i6 ANP ZC*3=B THCH 5fSs«+Jj 

T=B IH=B 

UR 390 IF H=J.l AMP PH*-0* OR H=9 ANB 1*11 

=0= TKEK M = SC+J5 T=&rH=8 
HS 484 PflKt 3C + TiHEGQ5U& 2080 ! RETEJRft 
HK #10 FOR J = B8 TO 48 ITER -8;5QUHft ft.J,! 

B P 1 2 1 HE K T ^iSfiUHB B M 8 r 8 , B : OEIURH 
AG 429 P*KE Z.SflF R=?4 THEN R=3l^C=4#3S4 

E GOTH 408 

TU 430 IF R=61 THEN R=30 ! 5C=48545 : GBTO 46 
8 

440 IF RsJff THEH R-Bl ! SC=40*B4 
BG 4SB IF R = 3 THEH B = I9^C~ 40464 
US 40B FOR J=2SB TO 4B STEP -3«:FQR 

TO 2 5TEP -2rSDUH* S.J.l^Di HEHT D 3 HE Hi 

T J 

&L 470 CL0SE nilGO^liB 1000 1 GOTO 30 
FP ??4 REM MiM-sMi ■!!=«■■ 



UC 1000 fl-tfSR CPAGE6 J ^7624+ tfl*Hl ,1783,01 : ft 

-USR 615 8&, E<R3 1 £ SOUHB 0,8,0,0 
Pit 1010 IF I til AHD IR = 17 OR R-4 OR P-7J 

THEH POKE 700, 0 : POSITIOH i,10T? «B;"tt* 

is rflOH is d4rk "i^OSUft ZOIO : RETUPH 
BX 1020 CYCLERS JlF FLG THEN 1040 
KO 1030 M=^7:IF PEEK CTOP + M1 THEH M^M4 20 
EB 1MB POKE 20? j M 
Jft 1050 J=-l EH=7; C0L=COL+16 
flK 1O60 IF COL>?SS THEH COL = ±2 
UF 1B7B PVKE 708,CBL SPOKE , MAN 
UE 1080 FOR D=0 TO 8HK 1£D>tB THEH H^CCD 

) : J -0 CO) I GOTO 1320 
E>H 1B4B HEHT D 

NX HOB IF R = 3 THEH H^10:J-33 

IT £1£B IF R-3B THEH H=10EJ^24 

DI IF »=61 tHEN H=!0EJ=l66 

ZB 1130 IF R=^4 THEH H=1B:J"143 

PH 1140 IF R = 63 THEN H-154 L 

CL 115i If R=52 THEN N=4!J=162 

HO 1160 IF R=£2 Tfr£* N=IB4;J-B2 

HQ £1.78 IF R-37 THEH H=2£S:J-16Z 

Kli 11BB IF THEN W=40 S J=130 

AL 1140 IF R=S0 THEH N-lltJ=£&4 
Efl £200 IF Rs27 TKt M H=401 J=l30 

BJ 1218 IF R=4J THEM W=21B; J-100 
LF 1228 IF IC£13=R THEN H=8lJs48 
UF 1230 IF If 241=11 THEN H-l£.4tJ=fcl 
TG 1248 IF IC233=R THEH H = ±BBiJ = 50 
QD 1250 IF It28»=R THEN N-10SsJ=B8 
KP 1260 IF IC2B1=R THEH H=113 ; J=«2 
IE 127ft IF IC193 =:R THEH M = 104: J-42 
EI 1^*0 IF IC32>=H: THEN N = £A7s J=68 
UC 1240 IF H121-R JHBUt R=47 S J=4 J 
VY 1IO0 IF IC2S3=R THCH M-110: J=i3b 
UK 1310 IF IC£6I~& THEN M±±*l3J=141 
□ B 13 2B POKE TW + JjH 

VH 2B0B A-U$R tPAfiEfrj 3/080,40520 ,203 

LO 2018 IF t 103=0 THEH POSITION X.ll!? H* 

; "ROOM " Jfl J " " 
MM 2020 POSITION 10**1:? ttG ; PWS 
Ffl 2830 IF 0=0 THEN ft=LJ5R CP AGEfi , 37000, 405 

60*203 ; I C43 =£E t POKE 40544,0 
I£j 2040; FOR J=0 TO 8 J IF 1 1 J3 =8 THEN POKE 

4054B+ JxC tJ3 
FO 2B^0 NEHT J 

FL 2080 IF 1(43=8 THEH PO^ITIOH 4,i2i? B6 

^■■rmiBiiii^i 1 1 for j=i TO oi? »©; cmr5 ciooj 

J [NEXT J!? «J" 
KE 287* P04ITIOH 1^131 FftR J-A TO L^ ! ? «6 ; 

GHflfll3D3 MHt«T JLT t»0 J n 
£11 2B8B IF R-l AND I E03 =0 THEN J C41 =1 1 GOT 

0 604* 
B-B 2878 RETURH 
GH 2444 REM 1^JMHII8HB1 

PC }t0« if PEEK IK 3 £02 THEH J =0 S CO TO 4000 
HJ IO£0 tr PCEKCK3=« THEH J=BBiGOTO 408B 
CT 3B20 IF PEEKCK3=47 THEN 0088 
GC *03t POKE jCj28PiGOTO 240 

o ^444 reh MBEnnt^TTiMBI TiVWi y tf 

ag 4808 PB4itI1»N l.ioit lHf«n>P0 Bisc ED*M 

Hilt 41 

MU 4010 FLC=JHH=PEEK(K» I IF R=40 THE* P=34 

080M>O4UB H400+J1GBTO 48 
CM 4*20 IF H-48 THEN H^jtflTO 4100+ J 
FF 4838 IF H=B8 THEN H= It GOTO 4188+ J 
HH 4B40 IF N=42 THEN COSU0 2B08 ! GOTO 106 
PA 4050 GOTO 4018 

OR 4100 Ri^'Cl'MtF N THEN fl^'^lWWW" 

&P 4118 P-34B00B GO SUB SB80tTRAP 470 

AH 4120 OPEN 141 > 8 j 8 j E A= U5R CI 6f 5,i,ll,P* 

583JCL04E HllGVTO 40 
RG 41&0 **="Ci'*!lF ■ THEH A* = '*D t GflM5flU H 
TU 416B P=34i#8 STRAP 470 

Mt 4178 OPEN ttl, 4 J 8 Ji A4t^=lt4R[107tj # 1, 7»Pj.B 

03 ICL04E ttlSGBSUB S05OI&OTD 4B 
EG 4447 HEM BWJUmaiM BBIil ?■ 

Efl &00O POITE 1,0 SPOKE P , IHT *5C/ 206* : POKE 

p+t, SCt EPEEH (P1W2563 ! POKE P+2 J H;PflKE P 

+7.LVIFBKE P*4jL 
UB S010 POKE P+5,H3P0K£ P+6 t Q;F0R J=* TO 

Br POKE F+7+J, PEEK CABR €PW*3 +J5 : NEHT J 
0E £020 FOR J=0 TO 32:P0KE P+« + J,HJ3;N£ 

If T J 

DK 5838 2888 ! RETURN 

CP 5S44 REM 



LOAD SAVED GflttF 



continued 
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WARGAMES 




Norman Davies relives the 
Daytime Bombing of Nazi 
Europe by the USAF 




w 



hen Lord Baden 
Powell gave the Scout 
movement its motto 
"Be Prepared" he was probably 
thinking of his war experi- 
ences. Thus it is with this war- 
game from Strategic Simula- 
tions, With Its attractive pack- 
aging the first inclination is for 
the player to load up the drive 
and "go to war", but this is a 
game for the tactician and 
strategist, a game to be played 
at Command level so be war- 
ned and H Be PTepared M f 

It is recommended that the 
potential player first study the 
well -printed and somewhat 

numerous rules as such time will be well spent and is essen- 
tial for maximum pleasure from the game. 
With twelve three- column pages of Instructions to read any 
would be player will be hard pressed to assimilate enough 
information to play even a short game, but with the opportun- 
ity to chose a computer v, computer mode of play it is possible, 
with the manual to hand, to just sit and watch a short game 
being played through automatically. If only the producers of 
this game had thought to give a short step -by- step introduc- 
tory game in the manual it would. Ym sure, have been a big 
help to a basic understanding of the play. As has been said, 
however, the manual is very detailed and with study it is 
possible to pick up the basics of the game fairly soon. 
The graphics consist mainly of a map of Europe with all the 
main cities accurately shown with orange fill- in, Switzerland is 
shown as a white striped area. The numerous airfields are 
shown by a small green cross which becomes white when the 
airfield Is an active one. Besides this map being shown on the 
screen the kit also includes two printed versions of the full 
map divided into sis weather zones, one for each player. 
If playing a lirst game it is recommended to set the delay 

factor, which 
slows down the 
various Informa- 
tion flashes 
which appear at 
the bottom of 
the screen to the 
maximum value 
[9). even so. this 




Title: 


U.S.A.A.F. 


Publisher: 


SSI 


Price: 


XL/XE 


Reviewer: 


£16.95 



does not leave a lot of time to 
read the display. and makes 
the Information almost un- 
readable when in combat 
mode. A "freeze" button w T ould 
have been handv on these 

Mr 

occasions, unfortunately, the 
only way to stop the game is to 
press the 'break' key, but this 
means starting the game 
afresh every time! 
The number of elements In- 
volved In playing this game is 
truly remarkable, from choos- 
ing your raid's destination to 
deciding the type of aircraft 
and its lighter support* asses- 
sing fuel load, weather reports 
and their restrictions on altitude, where to cross the coast, 
secondary target, type of Industry to attack. From the German 
side - where to place your flak, what type should it be - heavy 
or light, where will the enemy strike, what fighter group to 
send up, w r hat type of aircraft do we want lo build': 3 Both 
players must also take into account the of phase game they are 
playing, there being three phases' 1 August 1943 - 1 February 
1944 - 1 October 1944, which means of course that certain 
types of aircraft were not available until later in the campaign. 
Taking Into account the tables for industrial production levels 
at the back of the manual, the calculations for bombing results 
and bomb load etc, printed in a lighter colour and Intended for 
the very advanced player, it is obvious that this game was 
created for only the highest echelon of wargamert As such I 
can recommend it to them, but for the average wargamcr I 
think that the necessity to study such a mass of instruction lor 
what in the end will only be a resulting calculation would not 
give enough game satisfaction to make it worthwhile. 
A little more graphic animation, for example separate logos 
for fighter and bomber formation would 1 believe make the 
game a little more acceptable, but all in all it is really for the 
Boffins to play. If you have one or two wargamcs under your 
belt then you might just be well ciiuughed prepared to do 
battle with this one, 



This program, along with other wargames is available 
from Miles Better Software of Cannock who kindly sup 
plied the review copy. 
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SUBROUTINES 




WHAT'S 
A MODEM? 

Ian Fi it lay son takes a break 
from programming to tell 
you a story 



In the last magazine I promised to tell you a story, and this 
month instead of a subroutine 1 am going to recount a tale 
of my short exploration ol computer communications via 
the telephone. I hope that this wiU be as instructive as a 
tutorial subroutine, but I do not promise to reveal all - I have 
learnt a lot, taut I have: really only dabbled In telecommunica- 
tion. You will see as the story unfolds that there is a lot to 
discover, 

It started back in May when a friend asked me If 1 would like 
to borrow a modem. Well, like most computer hobbyists, I had 
read about the wonderful world of bulletin boards and data- 
hases waiting out there and wondered whether it would be 
w r orth joining In. and here w r as a chance to try it out for 
nothing so of course I accepted the kind offer. 

THE EQUIPMENT 

The first thing to do was to find oui just what 1 was borrowing 
and see tf that alone would enable me to go on line. The 
equipment was as follows: 

1 ace Linnet V2 1 / V23 Modem complete with power supply 
Datatari Serial Interface 
Multi-Viewterm software 
Long telephone extension lead 

1 browsed the manuals and found that this was indeed all I 
needed to get started. The long telephone extension lead was 
essential as my "phone is in the downstairs hall and the 
computer is in the spare room /study upstairs- I wondered a 
HiLle about the Datatari interface as I already have an 850 
interlace but the user guide suggested that the Datatari would 
be better as it can handle 1200/75 baud while the 850 can not 
(but see later discoveries). I connected all up and was ready to 
start. 



OFF-LINE START UP 



The first rime I switched on without the telephone connected 
as 1 wanted to get used to the various commands and func- 
tions contained in the niulti-viewterm software before connect- 
ing to the telephone lines and incurring telephone charges. At 
first I found the use of multi-vlewtemi rather difficult. The 
manual is terse and although it tells you how- the viewterm 
software works it does not tell you anything about how T to dial 
a number and other such basics that a newcomer needs to 
know. The software seemed to be heavily orientated towards 
use with Viewdata systems (Prestel, Micronet etc) which was 
disappointing as I did not really want to get involved with 
sen ices you have to subscribe to so much as the hobbyists 
bulletin boards which generally use ANSI terminal mode rather 
than Viewdata. To be fair to Miracle Technology. I have since 
discovered that part of my initial disappointment with this 
software was due to my own Ignorance, and part was due to 
the fact that the user guide did not have any reference to the 
fact that the software has had a radical update. More recently 1 
have discovered a file on the original disk called VIEW. ME 
which describes the changes. It makes ordinary communica- 
tions with a bulletin board much easier and includes impor- 
tant features such as the ability to upload and download flies 
with Xmodem error checking. 



GOING ON LINE 

Having played around with the software in an oil-line mode 
for a little while, I was keen to go on-line. I found out how to 
dial and access other facilities of the linnet modem from its 
comprehensive manual and with some excitement dialled for 
the first time. The modem carried out the dialling sequence, 
making the telephone tinkle as it went. Then silence. Then the 
engaged tone. Here is the first disappointment Although there 
are now quite a number of bulletin boards in the UK they 
spring up and die off quite quickly. Only the best survive and 
they become very popular, so when you dial you will often get 
an engaged tone from a popular board or a number unobtain- 
able from one which has been discontinued because the Sysop 
has given up. You just have to be persistent. The first time you 
get a connection is exciting Usually the first thing that comes 
over is a string of garbage as the computer or modem ex- 
changes information to ensure both ends are working at the 
same speed. Then a request for you to hit RETURN and the 
bulletin board will announce itself and go into a log in sequ 
enee. Most boards will only give you very limited access on 
your first visit, but you can come away with your own login 
name, number and password for future visits w r hen you will be 
given more privileges. 



\ 
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BE PREPARED 

The first thing you will Find when you get connected is that 
you have forgotten all the preparations you had intended to 
make, Where is Lhc paper and pencil you were going to have 
ready? Is there a blank formatted disk anywhere to save data 
or files? All the time you are connected you are adding to your 
telephone bill (often at long distance rates) so it is as well to be 
prepared. 

40 COLUMN SCREEN 

I soon found that there is ri not her problem wi<h the Atari 
when it comes to talking to bulletin boards. Many of them are 
set up for computers with 80 column screens so on an Atari 
screen all the lines wrap at the 40 column limit and nothing 
seems to line up. This can make menus and instructions very 
hard ro follow. One way In improve matters is to have a printer 
on line so that you ran see the text in hard copy RO columns 
wide, but this has the disadvantage of slowing things down 
(unless you have a large printer buffer) and using large quanti- 
ties of paper. An alternative is to keep saving your data buffer 
to a disk file which can be looked at In slow r time after you log 
off. This can speed things up but can only be used when you 
know your w r ay round the particular bulletin board as it does 
riot help the clarity. If you are accessing Viewdata services 
there is no problem as they use a 40 column format which will 
display correctly on your TV screen. 

MINI OFFICE COMMS 
AND ARK SOFTWARE 

Hie Mufti Vlewterm software does handle Viewdata satisfac- 
torily, but my initial disappointment with this software pack- 
age led me to try and find others. 1 had a copy of Mif li Office II 
so 1 tried the Communications Module. This seems at first to 
be more user friendly than Vlewterm. but having used both 
more e pensively [ would now choose Vtewterm - it does not 
have as powerful a Macro language system as Mini Office but 
this is outweighed by its Xmodem lile transfer and Viewdata 
capabilities. I have tried downloading using Mini Office and 
because there Is no error checking there always seems to be a 
flaw in the received file. 

Finally I sent off for the Ark Communications disk from the 
Page 6 library, and for general use this is the program for me. 
It also provides a capability for communicating aL the split 
baud rate 1200/75 via the 850 interface. All the programs on 
the disk were supplied by the Ark BBS so they are "approved" 
by a regular user. Unfortunately since I received the disk I 
have not been able to raise rhe Ark it seems to have gone off 
the air, and 1 have not yet found another Bulletin Board with & 
bit software to download. The Village used to have some but 
their S bit section seems to have been deleted. 

A CHEAP MODEM 

xAll this i'un was had with a borrowed modem h but the loan did 
not go on for ever so did 1 rush out and buy myself a modem? 
Well, that Is another story! I was (as I thought) very lucky. [ 
was offered a Linnet 1200 modem for £30. I no longer had the 
borrowed Dat atari interface, but as I already own an S50 
interlace all I needed was a connecting cable. I ordered the 



parts from Maplin and made one up myself. When I connected 
up and tried to get going I was a bit suspicious as several of 
the lights on the modem came on before 1 started to dial, and 
then I could no communication between the computer and 
the modem let alone with the telephone system. Of course I 
blamed my own cable, but after extensive checks I decided that 
it had to be the modem itself. 1 thought that the sensible thing 
to do would be to go to the manufacturer Pace for a quote for a 
repair. They are a British company so this was feasible- I was 
given a quote for a routine service of £39 plus VAT, a sum that 
was on the limit of what I was prepared to spend, so I sent it of 
(postage about £4). A little later I had a letter to say that the 
modem was badly damaged and the repair bill would be £75 
plus VAT. My hobby will not stand this cost so I have reluc- 
tantly asked Pace to send the modem back. That was several 
weeks ago and I have yet to see the machine, hut it does not 
really matter. This has been quite a disappointment as the 
t innet modems are intelligent and therefore only need simple 
software to drive them. They have a 1200/75 capability and 
buffer memory so they can talk to the host computer at 
1200/75 whilst talking to your terminal at the highest speed 
that your software will allow (in my case 1200/1200) thus 
getting round the limitation of the 850 interface. Still the 
experience has not been all wasted, I have made up a null 
modem cable to connect my Atari to my PC so I can use the 
comms software to pass data back and forth, will l ever be 
allowed to write for New Atari User again if E admit that this 
article was written using Word Perfect on a PC and (hen 
downloaded to an Atari disk? 



DEFINITIONS 

There is a great deal of jargon in the compu ter indusLry and 
the telecommunications area is no exception. When you start 
to try and lind out what it all means it can be very obscure as 
those who have some expertise tend to assume that others will 
understand all the baste terms, Here then are some of the 
more important terms J have come across, and what I under- 
stand them to mean. 

MODEM - A modem is a MODulator/DEModulator. That is a 
device which will take the output of the computer and change 
it into a form that Is acceptable to the telephone system and 
also take input from the telephone line and convert, it for the 
computer, 

BAUD - A BAUD is a measure of rate of data transler - one 
bit per second. There are 8 bits per byte and some added 
control bits making a total of approximately 10 bits per byte, 
thus 10 baud is approximately 1 byte per sec. We have to take 
account of the extra data that has to be sent to ensure smooth 
and accurate data transfer (block protocols, checksums etc) 
this can be up to a 50% overhead. At the very best then 1200 
Baud is thus 120 bytes per second / 7200 bytes per minute so 
a 32 Kbyte tile will about 4.5 Minutes at 1200 baud or IS 
minutes at 300 baud, 

DUPLEX This term describes the way the computer gets an 
"echo n back from the receiver, It is quite disconcerting if you 
type things in and see nothing happening. Full duplex is the 
normal and this expects an echo to be received. Half duplex is 
occasionally required to provide a local echo. Do not worry if 
you select half duplex when full duplex is needed all that 
happens Is you get repeated Jines on your screen. 

ASCII/ ATASCII - These terms are probably familiar to 
you. The normal standard character set is ASCII but Atari S bit 
computers use a slightly different one called ATASCII. Nearly 
all communications are made in ASCII, but some Atari bulletin 

continued overleaf 
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MICRO 

for Atari 8-bit 



UNT 



and repairs 



DISK SOFTWARE 



ATARI WRITER PLUS (disk) 
Word processor with 
Spellchecker 

VISICALC Spreadsheet with 

FREE demo disk 

MOVIE MAKER - create your 

own animated cartoons 

Zaxxon 

Smash Hits VoL 7 

Tale of Bsta Lyrae 

Silent Butler - persona] finance 

Basic Compiler 



£12.00 
£10.00 



£5.00 

e4.so 

£200 
£4,00 
£6.00 



ROMS 



K, A BOOM ■■■■■*»* ■-«■■■■■*»* 

MASTERTYPE ,.. 

RIVER RAID .... ■ 

DESERT FALCON ....... 

BATTLEZONE „.. r ^ «~. 

RESCUE ON FR ACT ALUS 
BARNYARD BLASTER „„, 
TYPO ATTACK 
ARCHON 



■ ■■■<■■ 4 ■ ■ ■ ■ ■ ■ ■ r » - 



biiiiiinif 1 



£1.50 
£5-00 
£4,50 
£5.00 
£4.00 
£5.00 
£5.00 
£5.00 
£5,00 



RECONDITIONED 
ATARI PRINTERS 

1027 Letter Quality £45 
1029 Graphic Printer £55 

SPARES 

1029 PRINTER RIBBONS 
1020 PEN SETS 
800XL POWER PACKS 
1050 POWER PACKS 
1010 RECORDER KEYS 

Victagraph Plotter utility 
for 1020 printers 



PROJECT KITS 

65XE/1 30XE Keyboard 
Modification 

Write Protect Switch for 

1050 disk drive 
Centronics interface 

(ready built) for XL/XE 

65XE upgrade to 128k 
800XL upgrade to 256k 
Build your own 850 inter- 
face {full details available) 

Add RS232 to XL/XE for 
Modem use 

Phone for details 

Stocks are limited and ere offered on 
a 'first come first served* basis 



Phone 

for further details 



DEREK FERN 021 3535730 




a 
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boards use ATASCI1 so that any graphics characters etc, in a 
file which Is to be transferred come across correctly. II you are 
only handling plain text, numbers and punctuation it should 
not matter which you use. 

PARITY BIT - An extra bit on each data package for error 
checking. Set to zero unless you know that the terminal at the 
other end is set differently - 

PROTOCOLS • You will see modems described with code 
numbers beginning with a V. These arc a shorthand which 
describes the capabilities of the modem against a set of stan- 
dard del mil Urns. Tin- mosl common uie : 

V21 Baud i ate ol 300/300 

V23 Baud rates of 1200/75 or 75/1200 

V22bis Baud rates of 1200/1200 

In more expensive modems There arc further facilities for error 
correction and data compression which arc incorporated to get 
the maximum data transfer rate from the telephone system 
without loss of accuracy. These are normally far too expensive 
for the amateur user. You may see numbers such as: V25 - 
Auto Answering and V42 - Error correction protocol. 

VIEWDATA - This is the terminal mode which is right for 
accessing subscription services such as Prestel. It is like the 
Teletext information systems available on some televisions and 
can contain block graphics and colour. It is not generally used 
by amateur bulletin boards. Viewdata services usually operate 
at 1200/75 split baud rate. 

ANSI Tills is ibe 1 crminal mode used for most text com 
munlcauon such as used with amateur bulletin boards. There 



are many other types of terminal emulation in the computer 
world but you will probably not come across them in Atari 8 bit 
comma packages. ANSI terminal mode Is somet imes just called 
Terminal mode to distinguish it from viewdata mode, 
Xmodem - A file transfer method which includes a simple error 
checking algorithm, this was one of the first error checking 
systems and is still wldelv used. There are many other such 
systems tneluding variations and developments of Xmodem, 
Ymodem and Zmodem. For file upload and download you must 
use the same version as the terminal you are communicating 
with, 

AND LASTLY 

If you have never tried telecommunication and are thinking ol 
getting started I would say get the best modem you can afford, 
preferably with 1200 Baud and Hayes compatibility. There is a 
lot of fun in exchanging ideas with others via electronic mall 
and BBS and It is not difficult. Many BBS run sections for 
special interest groups (SIG) where you can exchange informa- 
tion on vour hobby or other specialist subjects. Availability oi 
software for downloading is quite another matter, don't expect 
to be able to find masses of free 8 bit programs. 
If you alrcadv use an Atari for communications 1 would be 
interested in hearing from any" of you. Who knows, if there is 
enough interest 1 may yet get my modem repaired. You can 
write to me as follows 

Ian Finlayson, 60 Roundstone Crescent, 
East Preston, West Sussex, BN16 1DQ 
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8-BIT GAMES ... 8-BIT GAMES ... 8-BIT GAMES 




W^^TpiM Ayrton Senna win 
the championship? 
WW Will Nigel Mansell 
i lui.nur Ink 1 11 Mi*: 1 ; i m I tlri\ r lor 
Williams againV Will Murray 
Walker commentate through 
an entire raee without yelling 
"sensational"? f As the Formula 
One drivers line up at Monza 
for the start of the Italian 
Grand Prix, these questions, 
arid many more, remain un- 
answered. By the time this 
magazine reaches the newsa- 
gents the championship will 
have been decided but my ex- 
perience of World Cup football 
(see Kiek-OfFin issue 45) has 
taught me not to make predic- 
tions! Whatever happens. If 



Trtle; GRAND PRIX SIMULATOR 
Publisher: Codemasters 
Price: 41 ,99 cassette 
Players: 1 /2 
Loading: 18W 

Reviewed by Paul Wxon 



you can't wait for the next sea- 
son to come around then you 
could do a lot worse Irian 
obtain a copy of Codemasters" 
GRAND PRIX SIMULATOR. 
Endorsed by Johnny Dum- 
fries, an up and -coming driver 
who Is nest known for his con- 
tribution to Jaguar s victory at 
Le Mans in 1988, the game is 
a one-against-one racing game 
reminiscent of the arcade hit 
Supers print. After the rather 
lengthy loading sequence (and 
having manually stopped the 
tape drive motor since this 
doesn't occur automatically] 
you're welcomed by a lively 
musical composition and an 
attractive opening screen de- 
picting two artistically drawn 
Formula One cars. Select a 
one or two player game and 
the scene switches to an over- 
head view of the firs I in a 
series of twelve cunningly de- 
signed racing circuits. 
Although restricted by the size 
J of the playfleld (around two 




thirds of the screen), the 
tracks are liberally equipped 
with bends, bridges, oil patch- 
es and other obstacles 1i> real- 
ly test your driving skills. 
Controlling the minute car 
isn't easy but after some prac- 
tice you can proceed with the 
main business of trying to 
complete the specified number 
of laps before your opponent 
A rather peculiar- sounding 
digitised voice counts down to 
the start of the race - later, 
you 11 hear it announcing the 
winning car's position and 
warning 'game over' (fuU 
marks for effort). Sliding 



through corners, negotiating 
bridges with zero visibility and 
nudging your opponent off the 
track are just a few of the cap- 
ers ahead of you in the battle 
for driver supremacy. It all 
adds up to an exceptionally 
exciting challenge, especially if 
you can find some human 
competition! 
If you enjoyed Codenlaslers , 
BMX Simulator, there's little 
doubt you will find this game 
equally addictive. With excel- 
lent graphics, interesting 
sonics and immense payabil- 
ity, it's possibly more fun than 
the real thing! 




BOMBFUSION 



Reviewed in NAlJ issue 
38. the ST release of 
BOMBFUSION re- 
ceived less than a glowing re- 
commendatlonf!), It was de- 
scribed in no uncertain terms 
as comparable to the worst ex- 
ample of an 8-bit budget 
game, so I was quite excited 
when the genuine bargain- 
priced version arrived on my 
desk for review] Would it prove 
to he the ultimate embarrass- 
ment to ST owners and the 
best XL demo ever? Alas, no! 
Doth programs are actually 
rather similar and although I 
wouldn't attribute all of the ST 



reviewer's comments to the 
8-bit game. 1 can't avoid men- 
tioning Its conspicuously 
Spectrumish appearance! 
Obviously inviting accusa- 
tions of bad taste, the plot in 
volves terrorist bombs planted 
at a Nuclear Processing Plant 
and your efforts, as an ex- 
super hero whose mode of 
transportation was apparently 
designed by that inventive Mr 
Sinclair, to avert a global 
catastrophe (yawn!). Not only 
are you required to defuse the 
dangerous devices but you 
must also collect wandering 
fuel capsules from the proces 



sing area and return them to a 
storage container. Unfortun- 
ately you have a limited radia- 
tion shield which is depleted 
rapidly if the countdown timer 
of a primed explosive reaches 
zero or you collide with a cer 
tain object, documented with- 
ou1 fun her explanation as 
Hie Balloid". 

Hombfusion is a platform 
game presented as a series of 
single-screen levels and the 
graphics on each consist of 
blocky ledges set against a 
black background with single 
coloured PMC's defining the 
bombs, fuel rods and the main 
character. On the plus side, 
the joystick controls are very 
responsive making it pleasant- 
ly simple to negotiate the plat- 
forms. Music accompanying 
the increasingly monotonous - 
action seems reasonable at 
first, but once you ve heard it 
repeat for the umpteenth time 
you begin to wish that the au- 
thor had. in his wisdom, re- 



membered to include a lacility 
to turn it off! There isn't a 
pause option either, so if the 
'phone rings as you're battling 
through the twenty Fifth level 
(assuming there are more 
than the three I've seen!) then 
it's just too bad! 
Mastertronic's continued pre 
sence In the 8 bit market is 
certainly to be encouraged, 
but 1 hope that their future 
offerings will be of a standard 
dictated by hardware capabil- 
ity. Bombfuslon may be a good 
buy for younger players in 
view of its simplicity, but any- 
one who wants to see their 
Atari's ability exploited wUl 
have to look elsewhere, 



Title: BOMBFUSION 
Publisher: Mostertronic 
Price: £1,99 cassette 
Players: 1 
Loading: 9' 10" 

Reviewed by Paut Pfxtfrt 
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BATTLEZONE 



I on £5 -term arcade 
addicts will recognise 
m BATTLEZONE as the 
classic Lank shoot "cm up, Dc- 
spite its considerable arcade 
popularity, the home compu- 
ter version was not quick to 
appear - possibly a consequ- 
ence of the game's use or vec- 
tor graphics rather than Ihe 
usual raster- scan varietv. Pun] 
Woakes' brilliant Encounter, 
launched by Novagen (and re- 
cently re -packaged by Atlan- 
tis) was the firsL game to offer 
something close to the Battle- 
zone concept, although it sub- 
stituted flying saucers for 
tanks and utilised the conven- 
tional form of graphics. Atari 



Title: BATTLEZONE 
Publisher: Alari Corp. 
Price: fi 14-95 ROM 
Players: 1 
Loading: N/A 

Reviewed by Poof Rixon 



finally produced the official 
8-bit conversion in 1987 and 
this has since made it over the 
Atlantic (albeit virtually un- 
announced) as an XE System 
ROM. At last you can expert 
ence the real thing! 

It's the year 1 999 and after 
years of negotiation the 
worlds principal nations have 
agreed on a formula for lasting 
global peace. All seems well 
until a rabble of military 
crack-pots threaten to upset 
the balance. They plan to un- 
leash robotised weapons 
across the globe in a merciless 
bid to reduce the Earth to a 
lifeless landscape, and the 
only hope (as if you hadn't 
guessed t) is for you to save the 
world by valiantly destroying 
the enemy's deadly array of 
super tanks, missiles and 
saucers - it's no Sunday 
picnicl 

Your view of the proceedings 
(in vector simulated 3-D) Is 
J from the turret of a vintage 
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battle tank. A gunsight is mar- 
ked in the centre of the screen 
and above, a status panel dis- 
plays your score, remaining 
lives and a scanner. Your ob- 
jective is to pin-point enemy 
units using the scanner, line 
them up in the sights and 
Lhcn blast them into obscurity 
with a squeeze of the Joystick 
trigger. Accuracy Is the impor- 
tant factor since you canl fire 
again until the currcul shell 
has landed. Your tank is high- 
ly inaiioeuverable and can 
turn through 360 degrees with 
ease - this is rather fortunate 
as the battlefield is littered 



with pyramids, cuboids and 
other objects which serve both 
to hinder your progress and as 
useful shields against return 
enemy fire. 

There can be no doubt that 
i he colou dully shaded back- 
drops of Encounter are infi- 
nitely more appealing than the 
drab outlines in Hattlezone. 
The use of standard graphics 
modes and default text styles 
gives the latter program a 
rather amateurish feel by 
modern-day standards, but 1 
can't deny that the underlying 
game is EXCEEDINGLY and 
truly addictive! 




MONKEY MAGIC 



Attentionl The all pow- 
erful Buddah com- 
mands you, the Monk- 
ey King - great sage of all 
heaven - to travel to India and 
collect the holy scriptures'. It 
may sound like the introduc- 
tion to a Sunday-afternoon 
television movie bin. in face, 
this is the plot of MONKEY 
MAGIC, a re- released arcade- 
style oldie from Alternative 
Software! 

The game is divided into two 
scenarios, although curiously 
neither seem to involve the re- 
ligious scriptures mentioned 
in the original story! E^o I lowing 



a musically accompanied cre- 
dits page. Lhe journey begins 
in the Sacred Peach Gardens 
where the Monkey King (who, 
incidentally, doesn't look any- 
thing like a monkeyl) must 
pick the magic fruits from a 
gigantic peach tree. This forms 
the basis for a straightforward 
'ladders and levels 1 screen in 
which the graphics are de 
tailed, colourful and nicely 
animated. As you might ex- 
pect, the tree is guarded by 
demons, snakes and other 
mystical inhabitants so your 
character must be careful to 
avoid contact as he leaps and 



climbs across a variety of 
branches, ladders and ropes. 
It's easy to lose a life since the 
jumps demand pixel- perfect 
accuracy, but eventually you 
will learn the necessary tactics 
taking you on to the next 
stage of the mission. 
The second pari of Monkey 
Magic is set high above the 
clouds where - all told - you 
engage in battle with the evil 
creatures of the Universe, The 
screen view switches to a 
largely blank, horizontally 
scrolling display and your aim 
is to shooL down waves of 
oncoming winged adversaries 
whilst avoiding collision. To 
succeed you must eliminate a 
specified number of the nas- 
ties, but the main difficulty is 
that the joystick controls are 
so painfully unresponsive that 
your character can drift help- 
lessly Into their path. This 
problem makes the whole 
thing seems a pretty pointless 
exercise and even if your luck 



does hold out long enough to 
complete this task, the game 
simply returns you to the ori- 
ginal platform screen for 
another round of the same. 
MONKEY MAGIC swings off 
on a promising note with its 
atmospheric music, neat 
graphics and popular platform 
[heme, but from here on 
tilings move rapidly from 
promising to decidedly 
mediocre. Had the author de- 
veloped his initial idea into a 
full-blown arcade adventure it 
might have been a major suc- 
cess story, but In its present 
state the game appears unfin- 
ished and, as such, its lasting 
appeal is probably non -exis- 
tent. 



Title: MONKEY MAGIC 
Publisher; Alternative Software 
Price: £ 1 .99 cassette 
Players: 1 
Loading: 13' 12" 

Reviewed by Paul Pixon 
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SPECIAL OFFERS 
DECEMBER '90 




TOP 10 CASSETTES 



TOP 10 DISKS 



TOP 10 ROMS 



Atari Aces „ SOLD OUT 

Kick Oft 7.95 

F,1 5 Strike Eagle 6.95 

Silent Service SOLD OUT 

Platform Perfection 4.99 

Atari Compilation 4.99 

Plastron 7.95 

Hawkquest 7.95 

Thundeiiox 7.95 

Kenny Dalglish Soccer 7.95 



Flight Simulator II 24.95 

Kick Off 11.95 

Gauntlet ...„ 9.95 

Plastron 9.95 

Infiltrator ^^^ Q,9S 

Hawkquest 16,95 

Bop 'n' Wrestle 9.95 

Smash Hits 7 6.99 

221 B Baker Street 11.95 

Silent Service 11.95 



Star Raiders 9.95 

Donkey Kongjr 12.95 

Blue Max SOLD OUT 

Donkey Kong 12.95 

Ms Pacman 12.95 

Galax ian 9.95 

Eastern Front 1 941 8.95 

Rivct Rciicl FifiiiiiiiuH 8. 95 

Pacman 9.95 

Pole Position 12.95 



Desert Falcon (ROM) .... 5.00 
Designer's Pencil (ROM).. 5.00 

Defender (ROM) 5.00 

Scenery Disks lor Flight Sim. II 

Disk 1 to 7 each 10.00 

I nternati o rial Kg rate (Disk) ... 5,00 

Draconus (cass.) 2.50 

Heartache (cass.) 2.50 

XE Trakball 20.00 

ST STE Trakball 20.00 



TOP 20 BUDGET CASSETTES 



Blinky's Scary School .. 2.99 

Yogi's Great Escape 2.99 

Sidewinder II 2.99 

Ruff and Ready 2.99 

SubTank Commander .. 1.99 



GAMES 



Cass Disk 

Kick-Off 7.95 11.95 

Summar Games 12 95 

Smash Hits 1 - S * 7 e.99 

(H3Ch> „..„,„ 

Living Daylights 2,99 9 95 

Trivial Pursuit ....,.„„ 12.95 14.95 

Spy vs Spv" Arctic Anlics. .... 4.99 6.99 

Spy v£ Spy Trilogy a. 95 9 95 

Fjrjtlter Pilot 10.95 

Polar Pierre 499 6 99 

Mr HoUot ,, 4.99 6 99 

Etera Lyrae 4.99 6J8 

Brjulderdash 2 , 2,99 6 99 

Artanoid -9 95 

Trgjrblazer 995 

Sulu Fiighl ,,, $.95 11.95 

Spyhunter „„ 6.99 

Mirax Force £ 99 3 95 

Rescue on Fraclulas 6.99 

BaJIblazqr 5 gg 

Rampage 6.99 

ShooL "em Ups 4 .99 

Platform Ferrttl inn 4 99 

Spin dizzy 2.99 &ag 

Tone hdo wn Football ...... 699 

3pitlira40 yg 

Draconus 6 95 §9 r ] 

Druid 4.99 9 95 

Brian dough's Football Fort. fl.95 1 2.9-5 

PCiOyan 4.99 4 99 

European Super Sorxer .... B.95 12,95 

Hard Hal Mac 4 99 

New York City 4*99 

Cromblas Crisis 4 gg 

Frsnky I odory .. . ^99 

SLarquake .. 4 gg 

Popple 2 im ^gg 

LlSfir Hawk 4 gg 

Colossus Cuess 3 ... 4.9$ 

Sidewinder 1 

Joe and the Nutlaar 4 99 

Caverns ... ,,, 

Nuclear Nick 4.99 

Knockout Boxing 4 99 

Sunstar , 299 

CuHibart Gneg Walkabout .. 2 99 

Heartache 7.95 

Mifl Alley Ace 9 95 

Pintail Construction Kit ,,, 9 95 

lnnrtra(or , 995 

Thundenlox „„. 7 95 

Slingshot 7.95 

Winter Events g 95 

Black Lamp 7.9S 

Star Wars f.95 12.95 



Footballer of the Year 2.99 

ChuckieEgg ilv . 3.99 

Head Over Heeis „„„ 2.33 

Ninja Commander 2.93 
Gauntlet , „ 2.99 



ADVEMTUR EST F? AT EG Y 



Cass. Disk 

I lighi Sim. Scenery Uisk* .. 14.95 
(Please phone] 

Questran .„ g.gg 

field af Fire „ 7.95 

Hollywood Hijinx 9.95 

Jinxter 14.9& 

Tine &. Magrk 11.95 11.95 

LorWng Hniror 11.95 

maid's Back 11.95 n 9b 

Guild at Thieves 1-4.95 

Knight One 11 96 11.95 

Cloak ol Death , 299 

The? Golden Baton 2.99 

Gunslmrjfir -9.95 

Eternal Dagger „ 14.95 

Theatre Europe , 11,95 

Carrritr Force 16.95 

Panzer Grenadier 16.95 

Battlecrus*r 1&.95 

Warship 19.95 

Vielnam „ 9.95 

Conflict in Vietnam 11.95 14 .95 

Crusade in Eunope 11.95 14 95 

Decision in ihe Desert 11.9$ 14 95 

Colossus Chess A a.95 12.95 

Kennedy Approach £.95 12.95 

Hawkquest 9.95 16.95 

Cutthroats 9.95 

Zork 1 9.95 

Spel u^-ukc- ... . 9.95 

The Count 4 99 

Piraia Adventure 4.99 

Scapeghost 12 95 12.95 

Silicon Dreams 12,95 

Rebel Charge 19.95 

Super Huey 9.95 11.95 

Lancelot 1195 

Sargon III CPte-ss 9.95 

Gettysburg 19 95 

Knlohls or the Desert 9^95 

Scott Adams adventures nn cas-selle J1 
£2.99 each - phone 



XLXE CARTRIDGES 



Missile Command 
Donkey Kong ,„, 

PniR Position 

Star Raiders 

Ms Pacman 

Fignt Night 

Star Raiders II ... 
Lodfcruurier 



9.95 
12.95 
12.95 
9.95 
12.95 
U9h 
14.95 
14.95 



Barnyard Blaster (lightgun) 12.95 

XC12 Cassette Recorders 



Pro Golf 

Grand Prix Simulator 
Arcade Fruit Machine 

Kikstart hi 

Lazer Hawk 



2.99 
2.99 
2.99 
1.99 
2.99 



XLXE CARTRIDGES 



One on One Basketball 14 95 

Gattlezone 14.95 

Davids Midnlohl Magic (Pinball) 14 95 

Arohon 14,95 

Rescue on Fraclulas , 14.95 

Ballbra^e-r ,.,,,„, 14 95 

Delender 9 9b 

ftaiaxian g.95 

American Fool ball ,,, 9 95 

Tennis 9 99 

Moon Patrol 12 95 

Rubnlrun 2Q84 12 95 

Jmist 12.95 

HfcrO & 95 

River Raid r a. 95 

Mutja Mania B 95 

Dreadnought Factor fi 95 

D«signef& Pencil 9 95 

Rally Speedway 8 95 

Miner 2CW9er , 8,95 

Mr Cool . S 95 

L u a It; rn Front 1941 9 95 

Food Fight a!95 

Skywrilar y ^ 



UTILITIES 



Mini Ottice II 

Atan writer 

Atari Writer Plus 

Mlcrusuri Ea&ic II 

Stfei'il 9ul er - Personal Pinan^B 
PlancLiir ii"- 



ROM 



29.95 



Dish 

1 W 

?9 95 
19.95 
16.95 
16.95 



BUDGET CASSETTES 



Ror:kford 2.99 

Ostein 3 Pools 2 9y 

G r een Uerul 2.99 

g MX Simulator 299 

Phantom 2.99 

£.99 
2.99 
2.92 
2.99 
2.99 
2.99 



Trariimutor 

Panic 

On Cue 

JOCkV Wilson's Darts 

Little Devil 

Scream Ino Wing& ... 
Domain of Ih-e Undead 2 99 



Space Lobsler& 
Planel Attack ,, 

Gauntlel 

Chuckiti Egg 
Dreatfnauuhl ... 
Casino RouFetre 



2.99 
£.99 
2.99 

2.99 
2 99 



Jet Boot Jack Z99 

Fantastic Soccer 2.99 

Joe Blade II 2.99 

Space Rider Jet Pack Co. .. 2.99 

Football Manager 2.99 



BUDGET CASSETTES 



Exploding Wall 

Micrnrythym „,,. 

Rubul Knights 

Survivors; Fr , 

Nucleus 

Cosmic Pirate 

LastVa 

Grand Prix Simulator 

Footballer nl the Year 

Mr Dig 

190 „ 

Whijlynurd , , 

Warriors of Ras , 

Tapper 

Deam fuc* „„ 

Pro Mountain 9ikp Simulator 
-S pRi boil ■" d 

Zaxxgn 

Mad Jax mnt 

War copior „ fc 

Space Wars 

Invasion 

Daylight RobOery ,,, . 

Eponky Castle ,. ri 

Molecule Man 

Pothole Pais 

Feud 

Crack Up 

River Rescue mi 

Crystal Raider 

Guni&w 

Action eiker „,,. 

Desmonds Dungeon 

Leapster 

Special Detivery 

Joe Blade 

Tanium 

Gridrunner 

SuO Commander 

Dawn Raider 

Soccer 

Uoirib Fusion F1 

Periscope Up 

Dizzy Dice ,. 

Milk Race . 

Winter walry 

LA SWAT 

Foolball Manager , 

Encounter 

Las Vegas Casino ri „. 

Fruit Machine Si m^ilatOI 

Timeglip 

Dreud naught , ri 

Roulettu Suri:.l.i-Gr 



2.99 
2.90 

? 99 

2.99 
2.9G 
2.99 
2.99 
2,99 
2.99 
2.99 
2.99 
2.99 
2 &9 
? H9 
2.9^ 
2.99 
2.99 
2.-99 
2.99 
1.99 
1.99 



.99 
.99 

.99 
99 
99 
.99 
.39 
1.99 

1.9E 
1 .99 
1.99 
1.99 
1 99 
1.99 
1.99 
1,99 
1.99 
1.99 
1.09 
1.99 
1.99 

1 99 
1.99 
2.99 

2.99 
^.90 
2.99 
2.99 

2 99 



£25.35 




FULL RANGE OF ATARI 260G CARTRIDGES IN STOCK 



219/221 Cannock Road Chadsmoor, Cannock, 
Staf f o rds Mm , WS11 2DD 
Telephone (0543) 466577/6/9 



Add 50 d lo orders less than £ 5-00. All prices correct at 
time si going tg press. Access w Visa orders welcome. 

Please add fl par Hem far overseas 
Please make Cheques or Postal Orders payable to 

"MILES BETTER SOFTWARE" 
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ONEONONE BASKETBALL 



his fj^nic was pub- 
I lished to the States by 

Electronic Arts over 
seven years ago and imported 
to Britain about two years 
later. Its subsequent appear- 
ance on cartridge is a welcome 
aspect of Atari's recent efforts 
to promote their XE Games 
System Console, by re-releas- 
ing a series of hits, from the 
past decade. 

ON bZ ON -ONE BASKETBALL 
is a sports simulation involv- 
ing, as its title suggests, two 
players in a head- to- head bat- 
tle on the basketball court. 
You can challenge the compu- 
ter 01" a human opponent, and 
in both cases the participants 



Title: ONE- ON-ONE BASKETBALL 
Publisher Atari Corp. 
Price: £14,95 ROM 
Players; 1/2 
Loading: N/A 

Reviewed by Paul Rixon 



assume the roles of Larry Bird 
and Julius "Dr. J" 1 Erving - two 
real -life American basketbal l 
stars who are said to have 
assisted the game s develop- 
ment. Before you start, you 
must choose a difficulty set- 
ting ranging from 'Park and 
Rec to "Pro* - this determines 
how easily you are able to 
carry out shots and blocking 
moves. On higher levels the 
frtcire makes a regular 
appearance to penalise any 
player who isn't sticking to the 
rules! Other options allow you 
to select a timed game over 
two to eight minute quarters 
or to play to a specified score, 
and you can opt to have either 
the winner or loser receive the 
ball after a successful basket, 
The smart packaging is com- 
plemented by a glossy instruc- 
tion sheet explaining all the 
features, tactics and illegal 
moves In detail. 
The basketball court - or one 




end of It - is represented by 
simple line drawn graphics on 
a black background but Lhe 
players themselves Eire very 
well designed and carry out 
dribbles, blocks. Jumps and 
spins with excellent anima- 
tion. If the frenetic action tires 
out your computerised player. 
Indicated by a fatigue bar at 
the foot of the screen, you can 
call a 'lime -out" to recuperate. 
There are humorous touches 
loo - a particularly ferocious 
shot can shatter the back- 
board, prompting the arrival ol 
a cleaner to sweep up the 



pieces! The Joystick com 
mands take some getting used 
to but once you're accustomed 
to the moves, trie controls are 
pleasantly responsive. 
Although not a 'true 1 basket- 
ball simulation. One on -One 
is streets ahead of the only 
real alternative - the aptly I'D 
named BaskeLball - which 
Atari themselves released tn 
the good ol" days of the 
400/800 series- It's fun, 
addictive and above all, re- 
freshingly different from the 
usual run of the -mill arcade 
games. 






MAX 



N. o„ this isn't a political 
adjustment of Brode- 
rbund's classic World 
War shoot em up! RED MAX. 
unlike Blue Max, is actually a 
space-age motorcycle and 
Codemasters Invite you to use 
it in another opportunity to 
save mankind from the evil in- 
tentions of those unrelenting 
aliens! What else?T 
It had to happen eventually 
. . . the Sun becomes a Super 
nova and, to escape, the survi- 
vors colonise the moon, con- 
struct antl -gravity orbs and 
catapult it into a new part of 
the Universe. The plan works 



well - that is, until renegade 
Death Lords decide to sabot- 
age the power plants and scat- 
ter fusion mines over the land, 
as the people sleep helplessly 
in hibernation. Only one per 
son can possibly save the fate 
of the entire human race, and 
that person is ... well, you 
don't really need reminding do 
you?! The dangerous mission 
ahead of you comprises three 
major objectives. First you 
must de-activate 27 mines by 
locating them with your 
super- bike, then find a lift to 
take you down to an Engineer- 
ing Level where eight back-up 



cooling systems and four 
power plants must be dealt 
with. Filially, you're required 
to descend into a hibernation 
complex in which nine crew 
members are awaiting rescue. 
The top third of the screen 
provides you with a birds-eye 
view ol the lunar landscape, 
and the tiny Red Max motor- 
bike. The window scrolls in 
the direction of the joystick 
control as you manoeuvre the 
bike across the eratcred 
ground, avoiding barriers, 
walls, laser gates and build- 
ings. Riding through switches 
disables the lasers temporarily 
so you are able to reach the 
objects beyond. Underneath h 
the enormous dashboard ot 
the Red Max is equipped with 
dials and indicators for speed, - 
fuel revs K shield strength, 
temperature and oil statistics. 
You'll need to keep an eye on 
the fuel gauge and collect 
additional supplies when re- 



quired, but otherwise Lite dash 
is largely redundant and, 
although it clearly adds a cos- 
metic sparkle to the game, a 
larger playfleld would have 
been preferable! 

David Whittaker has proved , 
once again, that Rob Hubbard 
isn't the only music maestro 
in the computing world and 
James Wilson's graphics are of 
an equally praiseworthy stan- 
dard. The quality of this game 
Is unfortunately reflected in 
the excessive loading time but, 
if you're looking for a game 
that will keep you occupied for 
a long time to come, your pati- 
ence will be suitably rewarded. 



Title RED MAX 
Publisher: Codemasters 
Price: £2.99 cassette 

Players: 1 

Loading: 2i B 3tr 

Reviewed by Pout Rixon 
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FOR SALE 



65XE: 65XE, XC12 daiacorder 
boxed in mint condition, a year 
old. dust COVC, joystick. Over 
£ 1 no of software, issues ot 
Page 6 and TV. Just £65. Must 
be- said- buyer must collect. 
Phone 0823 252276 

XE CONSOLE: Fo* sale. £80 
wonh of software, l*ghi gun, 
Bughunt, loads, manuals in 
good shape, computer in good 
shape. two great joysticks. 
Buyer collects, d 30. Contact 
071 241 Ajma! AIL 

ATARI USER MAGS: Atari 
User (Database; May 1 3FS - 
Nov 1966 (Nov 19BG missing). 
£15 or any reasonable oiler, 
buyer collects. Tel. 051 648 
4926. Merseyside. 

BOOXL: Filled with Romfce XL 
£56fc memory E9Q, 2nd Book of 
Machine Language £1Q, 
Machine Language rot Begin- 
ners £10, 2&.3 Books of Atari, 
£15, Atari Collection Vol.2, soil- 
ware from £2, Tel 0203 31 1 &70 
evenings 

XE SYSTEM: &5XE, XF&51, 
Star LCI 0 &-W printer, fCD and 
XETEC pt inter interfaces, 
MAC65, SpartaDos X, MS Basic 
2, Mini Office II, 50+ PD disks, 
£200 o.n.o. Phone Jim on 
0-3552 35922 (weekends) 

XE SYSTEM: 130XE (3 months 
old) with disk drive. Happy chip 
installed + operating software, 
a.:-:, manuals with £250 disk, 
ROM. lape games, uttlllias and 
books, magazines. Excellent 
comptele system {cost £450,+}. 
Phone 0743 249094. ask for 
Mike 

XL SYSTEM: &D0XL (LJUimor - 
SO column) installed, disk drive 
with US DoutHer fitted plus 1 M+ 
games, uti lilies with books, 
magazines, dust covers in- 
cludes Microsoft Basic. 
Annerrn °rs, Arn'sl software. K- 
Dos, Tetelan, U-Cationa! utili- 
ties, adventures, arcade, word 
processor and ax|ras. Detail on 
0743 249094. All immaculate for 
£225 

GAMES. BOOKS* MAGS 

1D04 ANTIC, ANALOG, Monitor 
mags 75p each. Tech, Ref. 
Notes, De Re Aiari £10 each, 
130XE coding, Sound & 
Graphics, Watson's Motes, £5 
each. Original boxed rare disk 
games including Sky Rescue, 
Twerps^ Drol, Choplifter, A.E. 
Necromancer, Lode Runner 
Wizard oF Won Mouskatlack. 
Bug Oft, S.A.M., Hard Hal Mack 
+ 57 more! Alt £5 each. Lots of 
other disks, tape games (all ori- 
ginal], cheap. Full delailson 
0743 249094. 

XL SYSTEM: &0OXL, XC12 
dala recorder brand r*ew, C 1 00 
wOrlh o1 cj^.mes w rh bo^es in 
perfect condition. £150. Tel. Phi- 
lip Jenkyn .;0202} 685048 



XL SYSTEM: 80CX^. 105C di=x 
drive, 1010 deck, 1020 primer.' 
plotter, Touch Tablet A Atari 
Artist Centronics Interlace, Tari- 
talk + various software inc. Atar- 
iwriler. Mini Ofiice. Microsoft 
Uu'A -j arid others, £260 no 
splits. Phana (belore 3am or 
afler 7 pm> Brussels (in|)- 
322-7369640 (being in Belgium 
does no1 make it easy but ihere 
must be soiulions!) 

MAGAZINES; Page 6 Issues 7 
to 24, Atari User Vol.1 No.1 tc 
No. 12, Vol. 2 No. 1 to No. 9. 
Also copy of Your Atari Compu- 
ter. AH in excellent condition. 
£10 for all the mags, £5 lor Ihe 
hook plus p&p. Tel 0772 
31398B. R. Kershaw 

HAGS ETC.: Atari User mags 
28, 48 SIMMS 356k plus hol- 
ders, 1 CO HAMS 256k plus 
sockets. All good. OHers. Tal. 
0909 815240 

800 SYSTEM: B00 1 6k compu- 
ter £60, 410 tape recorder £35, 
2joyslicks £io, Inside Alar 
Sasic €5, Atari Basic + 55 prog- 
rams £7, Basic Programming. 
Third Edition £10, Basic Ref. 
Manual £10, 3 old Aiari Users 
£1.50. 1 PAGE 6, 50p, 3 New 
Alari Users £5.25, about £1 00 
worth ol software. Telephone 
(021 ) 429 4370. Kunal Nandi, 
322 Lordswood Road. Har- 
borne, Birmingham B17 8 AN 

800 SYSTEM: Atari 8D0 system 
with 8t0 disk drive and '029 
primer, canrkJges, manuals, 
programs arwj books. CI 00 (he 
10*. Phone (Reading) Q73-4 
340993 

SDOXL SYSTEM: &00XL, 1050 
disk drive and oala recorder 
Offer also includes games on 
disk and cassette plus Atari 
User magazines Irom Vol.1 No. 
1 to Atari PAGE 6 Aug-'Sept 
1990. Price £180, Tel, 061 653 
5374 any time 

XL SYSTEM: &00XL, 1010 dala 
recorder, one Qyickshot 1 joys- 
tick plus B0 games and manuals 
all for £150. Phone (0501) 
62752 and ask for Derek Walker 
afler Spm. 

PORTFOLIO: Aiari Portfolio 
pocket size computer together 
with 2 manual and interface. 
£160 Tel 0075 675737 

800 XL SYSTEM: 800XL 410 A 
1010 datacoroers, cables, 
PSLTs, software., books, joyslick 
and magazines €45 o.n.o, or 
swap for ST software or Cenlrg- 
nics printer. Tel. Merlm on 
10935) 25974 

8-BIT CLEAROUT: Atari User 
Issues 1 -35 complete and 
PAGE 6 Issues 1 - 43 except 
Issue 27 Also Commodore 
Monitor wiih composite video 
input suitable for XL and XE 
machines £30 o.no. Phone 
Dave on Cardiff (0222) 321 1029 
Monday to Friday (Sam to Spm) 
or Cardiff (0222) 5984-40 even- 
ingg and weekends 



EDO XL SYSTEM: 600 XL 1050 
drive, 1010 cassette with Ram- 
b\ m . Lpgrada and many convened 
programs. Around 3D0 game*' 
utilities, Transdisk IV Turbo 
Taskmaster, Transpac, Freezer 
and more. £200. Tel EF303 
815240 

MAGAZINES: PAGE 6 numbers 
2 to 43: Monrtor 1 -21 , other 
Atari mags - 25: £30 o.n.o. Prin- 
ter: 1029 dot matrix in good 
condition £30 o.n.o. Tel. 0329 
221640 

XL SYSTEM: 800XL, XF551 
disk drive, 1010 recorder, loads 
of sotiware on lape^disk. blank 
disks, dust covers, joysticks, 
PAGE 0. Atari User, New Atari 
User mags ■ £200. Tel. 061 429 
8626 afler Spm. 

B^BIT BARGAINS: 1020 printer- 
plotter £20, Touch Tablet £20, 
several books and numerous 
software titles on disk and cas- 
sette. Phone 0753 6520B4 after 
4pm (Slough areaj 

BARGAIN BQQKS: 101 Prog- 
ramming Tips Tricks book *■ 
original accompanying casseste 
- £3. Computers Firsl fiookol 
Atari - £5. Atari 6DQXL Program 
Book - £3 or £10 for all three 
(inc. PAP) Wrileto Paul, 17. 
Spring Road, Clifton, Shefford. 
Bads SG175RE 

XL SYSTEM: 80GXL, 10&0disk 
drive in perfect condition with all 
manuals and original packaging. 
Over 40 classic games on disk 
mu. Bauldarcasn, Leaderboard, 
Gauntlet , Draconus. Einilon and 
many, many more. Must -go in 
bundle • £170. Tel. 0642 
781 M42 (Chas) 

BO0XL SYSTEM: S00XL wilh 
105D disk drive, datacorder - 
£130; Printer mlenlace - £20; 
£300 worth oi software for £1 30 
(or split, list on request). Atari 
User magazine {2 issues mis- 
sing ) - £50; Mapping The Atari 
(Revisad) -£10; 13QXE Hard- 
book - £5. Phone 03S2 454475 

XL-'XE SYSTEMS: 8O0XL, 
XF551 wi|h over £250 worth of 
soliware inc. Altarnale Realhy 
hfihrator. Mydos 2.5, Transdisk 
IV etc., joystick, XC12 recorder. 
Alari User mags. Worth over 
£400. sell lor £250 o.n.o. 65XE, 
XC12, software inc. Draconus. 
Hawkquest. Slar Wars etc, jjoys- 
licfc, mags- £115 o n.o, Bo1h 
^V^lerr^. ir-olude =!O fc /s leadE. 
manuals, books. Buy both sys- 
lems for £325. Phone [UEB#\ 
40269 - (could be 0668 40263 
can't read Ihe guys writing!} 
evenings Buyer collects or pays 
postage. 

65XE SYSTEM: 65XE XG12 
lape recorder, XF551 dssk drive, 
£300 worth of tapes, few ROMs 
and 1 0O's disks, some blanks, 
some FD pies mags. £300 for 
Ihe loL no splits. Buyer collects. 
Phone D602 58278B. Hot- 

lingham. 



BOOKS ETC.: For sale - 9 
disks inc. Arkanotd, Pawn. 
Fighter Pilot from C2; fiooks inc. 
Mapping The Atari, Machine 
language lor Beginners, Primer 
Interlace and Computer Eyes 
video digijiser. Open to oilers, 
Free postao^e. Phone 0602 
4O0708 after spm . 

XL SYSTEM: 8C0XL ■+ 10SC 
drive, twned, liRie used, witfi 
manuals and orioinal disks Sc-lc 
FltgriL War m Russia, Pole Pop.i- 
tion, Viscale. Chess, Darts, In- 
vaders and others. £20 Basic 
textbook, mags. £120. Ptione 
0625 661677. Near Maccles- 
Field. 

YO!l: Atari 130XE, 1050 disk 
drive. Philips colour monitor for 
sale in North Dublin area ^re- 
land:. Package includes joys- 
ticks, magazines, loadsagames. 
original boxes. Phane (01 ! 
4743BQ between 5pm - 6pm 
weekdays ONLY! 

XL SYSTEM: 80DXL, 1010 tape 
deck, all leads. 3 joysticks, 1 09 
taoes all bo*ed. 2 canridges: K- 
razy Antics and Designers Pen- 
cil. £170 o.n.o. TeL 0562 
7-34&Q4 or wrile to 6. Dow- 
r ndna, Radbn-.jn HerlS AL3 
7JP 

130XE: Atari 1^0XE computer, 
1050 disk drive plus many disks 
inc. games and uPties. £270. 
Tel. 0104*511/553151 

LIGHT GUN: Inc udes Bug Hunt 
cartridge also Flight Simulator II 
all tot £23 or swap ior XC12 
cassette recorder. Phone 
Richard on (0264) 731238 

XL SYSTEM: 600XL, 1 050 disk 
drive, XC12 lape unrt, ICD prin- 
ter interlace, Ids of software, 
mao.5 elc, ail leads. PSU's and 
manuals. L20G o.n.o. wriie to 
Simon Bodger. 12, Hareslool 
Close, Ftintinglon, Chichester, 
W Sussex D 01 a 9LP. Possmiy 
split, seno SAE lor lull details. 

ST BARGAINS: Fast Basic 
ROM cartridge, cost £70 
accept £40. Sleinberg Prol 2 se- 
quencer. £40, Silver Atari Hol- 
dall, eighteen games, originals, 
Ooxed with manuals, ail at £5 
each! Computing and Graphics 
books, magazines. Details on 
0242 510434 

DISK DRIVE: 1 050 disk drive 
and 10 games inc. Solo Flight, 
Encounter cue. plus 30 blank 
disks - £70 o.n o. Atariwriler 
Plus. Microsoft Basic. Turbo 
Basic, 3D Animator, Action 
(ROM and bookj, 747 Simulator 
(ROM), boohs (Mapping The 
Atari. Graphics), any offer? Tel, 
071 730 51 37 after 7 pm. 

FREE STIr Free 52DSTFM with 
512k singic s»dod drive when 
you buy £200 wonh of sotiware 
for CI 50. Contact Mr M, Be- 
seer, 57 Chesinul C-rescenL 
March. Cambs PE15 9TD Tel 
0354 56036 alter 5 pm and ask 
for Mictiael. Buyer collects or 
pays poslage 



FLIGHT SIMUL ATOR: syS 

tern Flight Simulator II manuals 
and ROM cartridge. Otters 
please. Michael Barnes. Tel. 
02&3 SB3072 



XL SYSTEM: BtiQXL, 1010 dale 
recorder, joystick, all leads and 
manuals- Over 50 games 
(cass.), 3 years of Aiari User 
mags. Everything V.C.G, only 
£103 ;bjyer must coJIect)- 
Ptione 0625 5754B7 (Manches- 
ter area) 



WANTED 



LISTINGS: Please could any 
one sand me a photocopy of the 
llsllnrjs for Smarisheel (Issue 
22) and Greal Unia n Lid. (Issue 
27). Also Designers Pencil ROM 
cartridge for sale, cost £14.95, 
accept £7 00. A Marsh, 43 
Crawford Green, Snornclifie, 
Folkestone, Kent 

DISK DRIVE: 1050 tor S00XL in 
good working order with manu- 
als. Will pay up to £50. Write lo 
David Rathed, 22 Novell Slreet, 
Preston. Lancashire PR1 4RB 

MAGS: Analog Nos. 1,2.5, fi, 
9, 59-63. 65-67, 69, ANTIC Vol 
1 Nos 1-3: Vol. 3 Nos 6-6,10, 
11: VolS Nos 0. 10-12; Vol. 7 
NOS 1-5, 7--3, 1 1, 12: Vol 9 Nos 
6 12. All wanted. Please ring 
Kevin on 0224 323335 

STATION FALL: Infocom 
advemure wanted (for ihe 6-tMt 
Aiari ). Will buy or exchange for 
anolher attventure. TaS. 0502 
56602& 

6-&IT REPLACEMENT: I re- 
quire the full PCS (keyboard 
switches included) of ihe 
&Q0XL I will pay fair price. Send 
to or phone Jared Dary, Park- 
more, Dogros. Kinvara, Co. Gal- 
way, Ireland. Phona :091'i 
37476 

R-TYPE' For the STE (the ver- 
s cn :l"Dt was sjppheu rh^ 
STE POWERPACK ) as the ori- 
ginal does not ron. Phone 0602 
4007&& alter 6pm 

DISK DRIVE: 1 050 cisk drive 
wanted with lead. Piease ring 
with details afler Spm. Will col- 
lect in radius oi up to 50 miles. 
Jonn Allman. Phone 0707 
326123 

DISK DRIVE; Disabled 130XE 
user 'aquiras 1050 disk crive for 
education prop. ram IF anyone 
can help I can pay arotind £60. 
Can arrange collection it within 
reasonable dislance. Phone Ed. 
on 051 531 49// iLu'ldun E17! 

1027 ROLLERS: Does anyone 
have, or know where So gel ink 
rollers for the 1 027 printer? 
Wrile to Miss D. Heyes 1 3 
Vema Street, Ramsoonom. Nr. 
Bury, Lanes BL0 9H2 

MORE 
OVERLEAF 
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An audio tape that shows you how 
you can make music with your Atari 

John S Davison's hour long tape takes you through all 
the stages of music making with your Atari from Music 
Studio an the 8-bit played back through a TV up to 
Steinberg's Pro 12 played on a Yamaha YS-200 

Discover just what sod of music you can make - without spending a fortune! 
The WORLD OF COMPUTER MUSIC MAKING has been designed to introduce 

us firs to computer music making at an affordable level Unlike oilier music 
tapes which are composed with thousands of pounds worth ol equipment The 
WORLD OF COMPUTER MUSIC MAKING shows you what you can achieve wilh 

low cosl soltware and a Midi synih than anyone tan aflord - Ihe results are 

quite impressive! 

Side A covers music making on the XL/XE 
Side B covers more advanced music on the ST 

WA HMNGj After tmting this tape you mii want to mke music on your A tar;.' 

Price £3.95 inc. post & packing in UK 

Overseas please add £1 for postage 
Order from 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Telephone 0785 213328 
Access or Visa orders welcome 



BACK ISSUES 



The following back issues of 
NEW ATARI USER are still available 
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39 







DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

BACK ISSUES are £1,75 each in the UK (inc. pes t k packing) R 
£2,40 for Europe or surface mail elsewhere and £3,50 
for Air Mail outside Europe, Prices include postage 
ISSUE DISKS are for any 48k or 64k 8 -bit Atari 

Each disk is £2,95. PosUtfC FREE in ILK. 
Overseas add £l pur order [any number of disks) 

Send your order to 

PAGE 6, P-G* BOX 54, STAFFORD, ST16 1DR S ENGLAND. 
ACCESS and VISA accepted. Telephone 0785 213928 



contact extra ... contact extra . 



PENPALS/HELP 



SUSSEX USERS: I woo Id like 
to hear From any S-bit u&ef s in 
the Suss&.x/Surray/Kerrt area. I 
have a 6FXE XFBGl drive. 
XC1 2 tape and want to set up a 
users network in this area. Write 
to Daran Beaucharnp, 22, fiyron 
Grove. Eas1 Grinstead. Wesl 
Sussex, RH19 1SG 

CONTACTS WANTED: Mew 

Atari owner with SOD-XL. 1050 
and 1029 primer interested in .--ill 
areas of soil ware, also intef as- 
led in DTP and computer pro- 
jects.. Please conlact Jim De 
lhaney, 21 Fairviow Road, Car- 
lighgw, EatJey. West Yorks. 

TURKISH CONTACT: My name 
is Ramadan. I live in Turtoey. I 
have an 80&XL. 1 050 disk drive, 
Phorfimarh tape unit. Contact 
wanted with any &-bit users- 
Tamazan Sezer, Sahrayicedtd 
Halks. Aks.it ap Mo, 15 D;10. 
Erenkuy (31030}, Istanbul, 
Turkey 

USER GROUP' Wanted, a part- 
ner 10 create a user group 
I mail), musl be aged 14-15 
and must own a prinler. Anyone 
interested write 10 Brian Crook. 
21 5 Warringlon Road. Goose 
Green, Wigan, Lanes, WN3 6PA 
(Prelerably Lancashire area)- 



8- BIT PENPALS WANTED: I 

have en 3Q0XL and 105G disk 
drive and would like to hear 
from anyone inleresled *n swap- 
ping hints, lips, ideas elo. Write 
to Mick Mutton. &3, Weslbourne 
R&ad„ Ipswich Sullolk, IP1 5EJ 

PRINTER HELP: I have a 
130XE, XF5S1 disk drive and a 
General Electric printer. I have a 
lot ol programs for the 1029, 
Epson etc, but am asking tor 
programs for drawing on the 
printer. I will exchange 
programs with anyone who 
writes, G. Lukassen, Indus- 
Irieweg 63, 7W1 AN Terborg, 
Netherlands. Tel D6350 28755 

HI PENPALS: My name is Glen 
Draper and I have a 130XE and 
XC12 sape unit. I would be very 
leased f anybody aroi.nd the 
world or Britain would like to 
swap hinls. lips etc. with any 
olher 130XE, or flOOXL 
user. AH letters answered. Write 
ta Glen Draper, 4E SiaHord Ave- 
nue, New Bakterton, Newark. 
Notls NG24 3EG 



&5XE USER: 1 have a G5XE h'ig 
would like 10 swap hims. lips 
and games with anyonE who 
gels in conlact wilh me. I have a 
large selection ol advenlure 
games. Ail letters answered. 
Write 10 Darren Hiltan. B7 Cres- 
cent Road. Woolwich, London 
SE1& 7AH 



102& HELP; I have recently 
baughl a 1029 printer and I re- 
quire information on using nis 
machine wilh rjommercial soli- 
ware, for example Printsfiop, 
Any help would be appreciated. 
Contact James Delhaney, 21 
Fairview Road, Batley. West 
Yorks WF17SEH 

STGPIM; Don't throw away lhal 
laulty Atari hardware. Sell ii io 
me and help keep the S-bi1 
going. Telephone (0734) 
833003 or write 10 Mike, 93 
Humers Hill, Burghfield Com- 
mon, Reading, Berks RG7 3HN 

1Q29 PRINTER: Has anyone 
got a spare set ol lha original 
instruction pack (not phtHocopy} 
tar the Atari 1 Q2@ printer? 
Reasonable price paid, Ring 
Harry on 0787 473136 

1Q27 HELP: IF you have- a 1 027 

prints* which has packed up I 
may be able to repair it tar you. 
Wortn a try! Alan Gilderslcvc 
Tel Ofll 893 4134 Opm to 
9.30pm) 

XL XE PENPALS: Calling all 
6-bit users, I would like some- 
one to swap hints and tips wilh. 
Also I have a nu mber of tape 
games lor sale al bargain 
prices All letters answered 
Write ta Anthony Chureher- 
Browri. -9a Hawthorn Road. De- 
nmead, Hants P07 6U 



MIKE ROWE: Desperately 

seeking Mike Rowc (aka 
M.A Q ) I used 1o live opposite 
you in Heaton Mersey. 1f you 
rernemoer me (Paul) Ihen 
please contad me on fOftli 485 
2535 

HELP: I have jus! got a 1050 
disk drive and various disks bu1 
unfortunately no instructions! 
Gould anyone please se nd me 
any tips for Alternate Realty, 
The Dungeon. Ken Slurgess, 
Kollen, 109 Howard fload, 
Sompting, West Sussex 

ADVENTURELINE: For 6-bit 
adverHures. I am hoping to lorrn 
an adventure line where adven- 
turers help each other IhroLrj i 
the adventurehne newsletter. 
This will contain hints, tips, 
swaps, news and views. For de- 
tails wn'leto: Tony Johnson, 1 
Co-operalive Tee. BurnopfiekJ, 
Newcastle- Upon-Tyne NE1S 
GKH 



CONTACT Is FREE: of charge and may be used by 
any genuine Atari enthusiast for contacting: other 
owners. Any notice may be included, e-rcecp! those 
offering software only for sale or exchange or those 
off eri jig items for sale commercially. The Editor 
reserves the right to omit any notice received at 
his discresic-m, 
Send your CONTACT notice to CONTACT, PACE 6, 
P.O. Box 34. Stafford, ST 16 1DR. Please write your 
notice on a separate sheet of paper, not as part of 
a letter. 



C MON GAMESTERS!: I'm 

compiling a top ten of games in 
each ol I he r-a' lowing categories. 
Ig-1 me Know your top thro-c 1or 
each one and I'll e: you knavi 
the National result. 1. All Time 
Bes1 2. All Time Wor$t3. Most 
Addidive 4. Mosl Frustrating 5. 
Bes1 Shool em Up 6. Worst 
Spoils Sim. CorUaci Richarc. 2. 
Cottingley HeigriJs, cottingley. 
Leeds, LS11 OJL 

PENPALS: I would tjfce 1o heal 
from anybody from the Amer- 
icas who owns an Atari 6&XE 
vno would liKo to swap hints, 
tips elc with me. I have a cas- 
sal:o player and two primers as 
well as a 1 050 disk drive. All 
lehers answered. Mane Turn- 
bull, 40 St, Joan Close. Langley 
Green, Crawley, Wast Sussex 
RHU 7SW, England 
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THE ACCESSORY SHOP 

ISSUE 47 



MORE ATARI SOFTWARE! 



Whilst restocking ttie titles from our last published list we managed to pick up a whole host of extra tales 
from the dept hs oj Atari's warehouse. Here ijoit will find some of t he alt time classics and some programs 
that many of you will not have seen before. 

There are good supplies of some titles, whilst others are now becoming collectors items, Several are 
available only in small quantities and represent the very last time these will be offered - we have 
purchased all remaining stock of some very rare classic titles. Act now or miss old forever! 
As usual tiiese titles are all offered at a fraction of the original price or the 
current price where items are still available. 





/ 



LOADS 
OF NEW 
SOFTWARE! 




now 



CASSETTE 
ONLY 




WRITER 



JUGGLES 
RAINBOW 



A firs[ cuinpiilcr learning experience fur children ajicd 
* rn ti ihat leaches Ihe ccincepts nf above, below, left 
and right pins letter ri'iu^niLiuii allowing Ihe child to 
enjin learning wilh cnlnurs and musk arid Kami:* they 
can create und play ihcimclvi.^. 

OUR PRICE £5.95 

SPECIAL OFFER - PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST £9S5 





MUSIC 

PAINTER 


1 Music Painter 


i 






"Si r^31 


All exciting educational pen^nim that helps lo 
leach inu^ri; In usine. cotiiur*. instead nf noles. 
Change the fifteen supplied songs ten feature diffe- 
rent instruments, make lhe notes louder ur Hurler 
or transcribe >our own son^is. Nn musical know- 
ledge iiqpfcul In make your own ({real muse. 
Children or adults alike will get great satisfaction 
from being able lo create their very own music, 




. . ^TT *. -A*, -i- -J-*— — ^^^^^^ 


DISK 


OUR PRICE £7.95 




www? 



ROM 
CARTRIDGE 



SKYWRITER 



A learning game Tor children from it to I J r h. ■ i 
helps lo expand vocabularies by Icachine, enm- 

[* I nurds* Whilst fining thmugh the clouds the 

plac er has to select I wo ruol words ihai can be 
linked togelher lo match the definition ^iven. Sky 
Wriler teaches bask' wurd structure and dozens of 
new definition*. » el I as spelling and reading 
skills. 



Normally £12.95 

OUR PRICE £5.95 



JUGGLES 
HOUSE 



Another for 3 to 6 year olds [caching the concepts' 
of inside, outside, upper and lower with Juu^Il-h' 
House and Toysheir. each game also includes a. 
L phn jii i i ( i ii i r ^here children can tn out thev,' iifw 
ideas for themselves. 



OUR PRICE £5.95 

SPECIAL OFFER ■ PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST £9.95 



TYPO 
ATTACK 



A typing trainer based on the Space Invaders 
concept in which you hone op your typing skills In 
OlaStiilj" falling Jctlcr?*. An en jii 1 , ;shlf w;n to learn 
thai will quickly enable >ou to recognise the keys 
withoul having to look at the keyboard. 



Normally £12.95 

OUR PRICE £6.95 



TOUCH TYPING 

Ever j one who uses a computer needs to brush up 
on their u pint* and now yuu can learn to type like 
a professional typist with this complete tutorial. 
Touch Typing presents a self paced method of 
learning by letting you practice lyping U'tlerv seal- 
ences and paragraphs. I'he computer determines 
words per minute^ numlKT nf errors and your 
'. '■*:■: i k pi Milts, Random sentences aregeneraled 10 
drill you in those areas. Contains two cassctUs .Lei cL 
instruction manual. 



Previously £19.95, 

OUR PRICE £4.95 



)lX;GLE& r HOUSE 




CASSETTE 
ONLY 





ROM 
CARTRIDGE 



TOUCH TYPING 




CASSETTE 



Ne-w Atari U*er - liSuG 47 47 



I 



Atari have had some real classic arcade games and originals either written themse.^ 
specially commissioned. Some of these titles have not been available jor some tune and 

top quality programs to bring you fun and excitement with your Atari 

ALL ROM CARTRIDGES WILL PLAY ON ANY XL/XE SY! 

INCLUDING THE XE GAMES SYSTEM 



or 
all are 




ROM 
CARTRIDGE 



RALLY SPEEDWAY 



A different kind of racing game that ghrw you an 
overhead y ben or your car as St hurtles aruuild one of 
several I rucks. tJrVal skill is requ ired lu keep on Kuirtg 
as vuur car careers round bends and skids off the 
road ai hieji speed. A nice t»ame (hat requires a deal 
or skill. This game- has not been available fnr sumc 
time k)Ul and the carlridncs have been now been 
repackaged for our special offer. 



OUR PRICE £7.95 



STAR RAIDERS* 




cartridge OUR PRICE £5.95 



STAR RAIDERS 

Nothing needs in he said - vuttd the besl computer 
game of all lime and still more playable than almost 
ever* ttanm thai has followed. Destroy all 7-yUsn ships 
Ihruo&houi I hi- £ala*y, cheek long ran^c scans, dock 
at slarbases for reluclkiuti, warp to different sectors 
and alll be lime check lhe galactic charK for Zylon 
attack. Ver.i tew have made it to Commander levei 
The class k- original at a fireat price. Requires 
kc> board. 

Normally £9.95 




ROM 
CARTRIDGE 



CAVERNS OF MARS 



W inner of one irfthe first Atari programmi ng com- 
petitions, this was one of ihe first veriieal stroller 
and remains a much suuftht after original &ami. 
Descend through [he caverns avoiding mines uiid 
picking up fuel. Highly playable and addictive, only 
one or two have made il lo the boitum of the cavern 
in discover Ihe secret that awaits (hem- 



LIMITED SUPPLIES 

OUR PRICE £6.95 




POM 
CARTRIDGE 



SUPER 
BREAKOUT 

Rreakool was the original simple yet totally addictive 
game and this enhanced version will provide even 
more addictive tun. Several va rial ions on the hasic 
theme are available for one to four players < up to 6 on 
the 4M''aiW1 1. NOTE that thh gam? requires pudrfto 
controllers. 

Normally £9.95 

OUR PRICE £3.95 



MISSILE COMMAND 



Another <if (he all-time classic arcade games that has 
^ 1 1 u defend in j« cities from missile attack, t'oimniind 
Ihe defence guns as enemy missiles rain down from 
Hpauc to attack your cilles, Later smart missiles and 
bombers will appear making the aclion more and 
mure frantic. Kor one of two plavers. 



Normally £14.95 

OUR PRICE £5.95 



MtttllF COMMAND" 




ROM 
CARTRIDGE 



STAR RAIDERS II 



Disk version of I his follow up lo the grealesl computer 
gime, Vuur mission is to pilol Ihe hiitlesl fighter in 
Ihe galaxy ■ the Liberty Star - to destroy the entire 
Zvlon Mute* Force, Your weapons are: Pulse Lasers, 
Ion Cannons and Surface Star Hursts. Warp hetwern 
two syslems. protrrling friendly bases whilsl dropping 
Slur Itursls on Ihe enemy. Mere greal action from 
where Slar Raiders lefl ulT. 

Normally £14.95 

OUR PRICE £5.95 




DISK 
VERSION 



DONKEY KONG 

Another of the classic arcade hits, in which you guide 
Mario the carpenter up (he ladders and platforms to 
rescue his sweetheart Trom the clutches of Donkey 
Kong. A challenging and addiclive game in which you 
musl avoid many obstacle*, and right hard lo achieve 
ihe objective. For one or two players. 

LIMITED SUPPLIES 
Normally £12.95 

OUR PRICE £6.95 




ROM 
CARTRIDGE 



TENNIS 



threat sports fun either agalnsl Ihe cnmnun-r nr 
Liimlher player, singles or doubles. Knrehands and 
backhands, driving approach shots, anajed volleys, 
overhead smashes and tricky lnhs - they ure all here, 
Vuu control your position on Ihe court and where you 
ujiiH In hit Llic ball- The electi'onic scnrebiMi'd di> 
plays the results. All ihe iM'lmn »i[htful Ihe sweat! 



Normally £12*95 

OUR PRICE £6,95 




ROM 
CARTRIDGE 
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PENGO 



PENGO 




ROM 
CARTRIDGE 



You've just landed in Antarctica* Yqui mission is lu 
help PENGO, the penguin, tight kilkr SNO-HKKS on 
a batlleFidd of ice h lucks. Just ns in (ht arcade yumc, 
PEIVtiO musi crush <ir 1'ree/c the dcadh creatures 
before they destroy him. The faster lit clears ihem 
uut s (he more point* >uu win] An origin ill jiarnt thai 
requires a liltJe more thought than the standard blast 
"em up. Fur one or luu p layers. 

Normally £12.95 

OUR PRICE £6.95 



MILLIPEDE 



MHJJPHM 



Cenllpede w as I hi' ■ ■ i- i:j i 1 1 ; ■ I . this is the enhanced and 
raster version in which the hug avoids the buys! 
Creepy crawJies like jumping spiders^ buzzing foees. 
bouncing beetles, mosquitoes, dragonflies, inch worms 
and earwips add to tile fun. You've ^ol In bhi>f to 
get rid uf Ihem Uses joyslh k nr trackball. 



Normally £12.95 

OUR PRICE £6.95 




ROM 
CARTRIDGE 



MOON PATROL 




ATARI 



ROM 
CARTRIDGE 



MOON PATROL 

Your beat: Sector Nine, home or the roughest, inu^h- 
csl tags in the galaxy. You have the finest patroJ car 
Oil the force, complete with ariti-<iravin jump buttons 
and laser bulk-Is. hut \uu T || need mure than a hut CUT 
in l hi> rough terrain uf Scclur Nine. 15 lust UFOtS. Leap 
mcr landmines. Demolish tank- li n cl jump huge era- 
nrs and moon rucks - jusi iu survive, Great 3D 
graphics and gond music add lo the enjny mcril ul" this 
iiddiclive arcade conversion. 

Normally £12.95 

OUR PRICE £6.95 



HARDBALL 



American League baseball at it's ver> best. A highly 
regarded game - check out the review in Issue 45 
'THE best sporls simulation urt the Atari 1 . I /i nk over 
Ibe pilchers shoulder as he throw s I he ball to the: 
waiting trio of batter, c;i tchcr and nmpiiy. In Hard- 
ball yt.ni can hil. run. steal, blunt and dive, change the 
fielders ;ntd \\u d ery thing vim can do in the real 
jianic. Km- nnt or 1un players. 

Normally £1435 

OUR PRICE £7.95 




ROM 
CARTRIDGE 




ROM 
CARTRIDGE 



DESERT FALCON 



A version of ihe classic Blue Max thai finds you flying 
across I he deserl Tildiauu Junes slyle searching for 
hieroglyphics hidden in rlu- iJi-surt sands. Yrm need to 
survive long eiloaj-h lo destroy the howling Sphinx. 
The tunger you survhe and I he further you proceed, 
the more periluus your mission becomes. It you des- 
troy the Sphinx you j»cl to gain ih<> hmtu^ ruund fur 
even higher points. Four skill levels. 

Normally £14*95 

OUR PRICE £7.95 



ARCHON 



A chess-based game with the forces of Light and Dark 
doing battle on each squire, Cast spells and missiles 
to jguin squares and eliminate yuur opponents pieces. 
Your maj-ic rises and ebbs wilh the board's hi minus 
ity cycle. As the Ji^ht changes, su d*iv\ mur pi wit. 
You must race against lime and use your -strength 
effect els. A Iruly original game that is diffirmll |u 
explain in a short space. One or two platers. 

Normally £14.95 

PRICE £7.95 




ROM 
CARTRIDGE 



*B*I MKVOfQfT 
JWSKH 




ROM 

CARTRIDGE 



MICROSOFT 
BASIC II 

Now you can use I he industry standard Basic un your 
Atari. An ideal purchase tor owners who have learnt 
to pru^ram un ulher machines. Include^ Nil pi^t 
manual and extended features for disk drive owners. 
(Can be used with cassette L 

Normally £19.95 

OUR PRICE £11.95 



ASSEMBLER 
EDITOR 



The easiest to use UnjI fur machine lanji;uLii»e prop, 
i : 1 1 1 1 rtippi |4 .TuM pluy in and slai't writing your own 
Assembly I anauuae. Complete with manual and use 
iilik' with disk ur easselte based svslcms. 



Normally £19.95 

OUR PRICE £9.95 



ASSEMBLER EDITOR 





ROM 
CARTRIDGE 




SILENT BUTLER 



The all round personal finance planner that keeps 
track of ihree f>ank accounts, maintains income re- 
cords, reminds ynu uf birLlldays< anniversaries and 
important dales and general h keeps you up to dure 
un your financial Status. 



DISK 
ONLY 



OUR PRICE £6.95 



HOME FILING MANAGER/PAY OFF 

DISK ONLY 

ThE Hume Hling Manager record keeping system I hat simulates Endea cards un 
yowr Alari. keeps track nl' almost anything together ujlh The Pay-OFf tdteii- 
ture - your chance to sample an adventure in classic slyle. This twu disk set also 
includes some top clus** graphics demus. 



SPECIAL PRICE - ONLY £1 
W HEN PURCHASING ANY OTHER ITEM 

AVAILABLE ttXLY WITH THE PVRCHASE OF OTHER SOFTWARE 
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Suet 




Ideal Christmas Presents! 



PIRATE ADVENTURE 

11 Yo ho ho and i bmtle uf rum ,.." P You'll meet up with (hi; phute und hi» rhitlv 
hiril along wilh many strange tighlh ah ;. hu a1 tempt to £io fnim your London ful 
to Treasure inland. Can >im m-nu-r hone; John Sib erS lust Ln.'ii^ureV* Ihi|jpi 
Miilinjr matey. Scott Adanis rapine Adventure HI hiin^s mkj ;i mi per h He^in- 
ncr's loci adventure complete with graph ii> and ideal for till ages 



DISK 
ONLY 



Original price £19.95 

OUR PRICE £7.95 



THE COUNT 



\\ In n\ i he last lime yw awoke In an antique brass bed In a dank, desolate 
custlc? If your answer is "never" you've come to the right place! This 
marvellous 4 m ■! h il' Adventure will escort you iulu the ^eirdlin^ world uf a 
certain well- kmnuiTransyl van Ian count. Scotl Adams Graphic Adventure #5 is a 
Moderate level adventure ideal fur those whn have had a little experience. 



DtSK 
ONLY 



Original price £19*95 

OUR PRICE £7.95 



VISICALC 



The world famous Viskak spreadsheet available for your Atari. Vislcalc will 
lake care i it" all or your spreadsheet requirement 1 * viith all the arithmetical 
tu net inns you could wiint mm ;i tpreudsheet that is* nl columns wide by 254 rows 
deep. All major spreadsheet functions are sup purled and the program even 
a] lows split viewing windows. Priced at EIS^-M when first released! 



DISK 

only 



OUR PRICE £11.95 



PLANETARIUM 



Fun or education? Both really In ihls fascinating look at I he heat en s r Over 12IM 
stars, NJt constellations, the solar system and more than ,"H)U deep-sk> ohjects are 
depicted in I h i s program that allows you to view the universe-. \ <'u eait make 
stellar and planetary maps, study eclipses, learn about latitude and hmgitude 
and in 1 1 l h mori . 



DISK ONLY 
requires unmodified 
1050 drive 



Normally £16.95 

PRICE £6.95 



MACRO ASSEMBLER 

The Macro Assembler will allow you to create your own machine language 
games and applications five- limes Faster than with the Assembler Kdilor 
carl rid ye and Lt can assemble as mam as t6(H) symbol! definitions- wilh nth t 
on program size. You can duplicate code, opllunally assemble code and modu- 
larise your program, A Program .-TeAt Kditor is inchirh rl. 



DISK 
ONLY 



Normala tly £1 9 . 95 

OUR PRICE 



.95 



BASIC CARTRIDGE 

Win '."iuh.1 sou waul a Basic Cartridge when Bask is already built in to umr 
machine'- Well sum* programs, especially some earh puhlii rluinain programs 
won't run on Ihe XL,'\I\ hu1 they Mill if sou pluu in 1 ri l- old version of Basil, 
Much more convenient tlmn Imviii^ in boor in the > J d Basic from disk and, at 
this price, worth having ju>t as a hackup. 



ROM 
CARTRIDGE 



OUR PRICE £3.95 



VOODOO CASTLE 

The Count oF Monre Oisto reposes in a coffin in his musty castle, a h ail in 12 an 
able assist from you lo remove the curse that hinds him to mm -lift. Is he down 
fur the Count Tor good, or can you help? Gather your rabbit's fooland prepare 
toslep through the purtal nJ' \oodoo castle' Scott Adams (Graphic Adventure r/4 
is u Moderate level adventure ideal for those who have had a little cvperieme, 



DISK 

ONLY 



Original price £19.95 

OUR PRICE £7.95 



STRANGE ODYSSEY 

At the galavVs rim, there are rewards aplenty to he harvested from a long-dead 
alien civilization. rahulous treasures ... advanced technologies far beyond human 
ken ... All this and moreawails the brave galactic Adventurer, But will you be 
ante hi 1 1 rover the wealth and return home? Prepare yow^elf tor a Strange 
(Jdysscy! Scott Adams liruphic Adventure #n is a Moderate level adventure. 



DISK 
ONLY 



Original price £19.95 

OUR PRICE £7.95 



TIMEWISE 



Why not use your Atari as an eleclronie diary'. 1 ' Tiitieu ise allnvvs ion to keep 
track or all your appointments and important dates on a daily L monthly or 
yearly basis. Now you can dispense with your tlian iind let your Atari do Ihe 
work. If von have -i printer Timevvise allovss yno to print out the information in 

a variety of wuvs. 



DISK 
ONLY 



Originally £22.99 

OUR PRICE £7.95 



PROOFREADER 



{ :v\'-- id' Marirti'ili r vull he delighted with this, the long lost spelling eheeker fnr 
the Atariwriler earl riddel Proofreader may tie loaded alongside ALiriwriler to 

yi^c v i ■ li iilsliiril ai-cess h* u tliccHiunn Ift.OfH) worfK. IK that is imiI it j^li nni 

can add your own words as you j*o. Errors are highlighted on screen lor 
correction, uci usual words can he saved and you can look up suelliriejs, 



DISK 
ONLY 



OUR PRICE £5.95 




EASY PROGRAMMING FOR 
YOUR ATARI MICRO 



This hrmk went out of print A years ago 
und we have bran searching for a replace- 
ment ever since. We are absolutely delight- 
ed to have found metre stocks of one of the 
l>[:st he^i timer's buokv ever published. 
Over the past couple of years whenever 
someone has phoned for a beginners book 
on programming we have adviied then to 
try and find a second hand copy of this 
book - now you cart buy ii once again* 
brand new! By Ihe end of fchK book you'll 
be writing your own programs, including 
those with full graphics and sound. 




OUR PRICE £5.95 
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POLE POSITION 

Tin-' aUra-rcalislK jjraphks and sounds of the Grand Pris. explode into your 
living room in this computer version al' the classic arcade hit. Cuuiplclc a lap in 
qudlifymK time, then take on the Fuji raceway and competing drivers In a high 
speed race. One or the all time claries, 

Normally £12.95 

cartr"ge OUR PRICE £6.95 




GALAXIAN 

Another arcade coiiverxiun that retains all af the addii'thencss of the anginal 
and still stands as one of the all time classics. Hlasi the galaxians as they advance 
! in formatian and peel aft" ta attack, With ane ur tv+u players and HI skill levels 
you'll he entertained far a tang time. Includes an easy 0p1ii.ul far beginners. 

i t iff Sft (4-4 tjr i J £f tjrj 

CARTRIDGE OUR PRICE £6.95 




PACMAN 

Surely one of 1 he hestt known Karnes".' f^uide your happy little Pacman through 
Ihe maze %i\hh\ing up dots unci 1'ruils while avoiding the ghosts, Gain a bonus 
FacMan c*cn H^CM3Ch paints as you ^iick up [iic score. Simple, calourful, 
addictive and compelling, A classic game. 

Normally £12.95 
CARTRIDGE OUR PRICE £6.95 




U.S. FOOTBALL 

American Football is now a big craze in this country and yuu can now plav at 
hame. Outsmart the defence, pass with amazing accuracy,, ran with speed and 
ability, make tackles, select offensive and defensive plays: and mare, Yau can 
take on the computer in a practice game ar challenge a 1 r i ■ ml to a dramatic 
Udeo bowl game or your own in a packed stadium. All the thrills, of the gridiron. 

CARTRIDGE OUR PRICE £6.95 


JOUST 

Don your helmel and huisl yaur lance and climb aboard an ostrich in this 
unusual arcade gained Do battle U'Eth the cm 1 Huzzaed Riders in deep space. 
Pterodactyl to Ihe ri^tit aryou P alien eggs to I he left, you must learn la fly so 
that jjPGi won't die so very far from home. All the arcade Hi rills for am ar Iwa 
players^ 

Normally £12.95 

CARTRIDGE OUR PRICE £6.95 




RESCUE ON FRACTALUS 

Ask old hands what was one af the best yamts ever for the Atari and a jioad 
proportion or them will say Rescue on Fractalus. This game from Lucasfllrn set 
new standards in computer games combining a space flight simulator uith a 
rescue mission. Super, ever changing 3-D scenery as you fly through the 
maun tains ta land an the planet and rescue stranded pilots. 

S K tji fit tit I y dtJ TT*^J 

CARTRIDGE OUR PRICE £6.95 




BALLBLAZER 

Anather fram T.ucasfllm, this Eup quality split screen game hikes place in a 
Raines arena nithe future. Vou are strapped into a RoKoloiJ hmereraFMike 
vehicle thai skims aver the surface of the playHeld at 50 metres per we and. ITie 
abject in simple, just release your Plasmurh through your oppnnciH's imal, Twa- 
player simultaneous play with first person perspective fur both players, 

Normally £1435 

CARTRIDGE OUR PRICE £6-95 




BATTLEZONE 

Another cracking arcade conversion that set new standards, Vou cum maud a 
tank cm the battlefield under attack from enemy tanks and flying saucers. Vau 
can manoeuvre through Jtitt degrees as the enemy attacks from ail directions. 
Watch your radar, turn and blast as the enemy approaches at speed. It takes; 
nencs al" steel. One player, 11 skill Ic^ek 

i w i/r Mill t v X J *r*yj 

cartrTdqe OUR PRICE £6.95 




STAR RAIDERS 2 

The original Star Raiders is updated with better graphics and sound. Your job 
is to dear each sector whilst ensuring (hat the enemy da nat overrun planets in 
anather pari af the galaxy. It will take dull in deciding wlbch sector ta warp to, 
can you afford ta clear a sector or will vou have ta leave to defend a plane! and 
return later! A ureal fallow up lu an all time classic. 

Normally £14*95 

CARTRIDGE OUR PRICE £6.95 




LODE RUNNER 

Anather classic, perhaps (he best af all platrorm games. Yiuj are a hi^hiy trained 
Galactic cammando deep in enemy territory. Your mission is lo infltrate all 75 
of the enemy's subterranean levels to recover every last piece of e a Id. Vou are 
equipped with a laser drill plslol but you 11 need canning, speed and agility , 
Lode Runner includes a unique extra thai :illowsyou to create yaur awn levels. 

Ntirttt/rliv fid 

CARTRIDQE OUR PRICE £7.95 




MIDNIGHT MAGIC 

Pin bid 11 on yaur Atari can became totally addictive as thousands an addicts to 
the famous Pinball Construction Met will testify. Now you can jam in the fun 
with David' k Midnight Magic, all the thrill al' the pinna II table on your screen. 
There are flippers, bumpers, drop targets and you can even ^^hal£e , Ihe 
machine. All of [lie acliun^i-f real areade pin hall for up to four plavers. 

Normal price £14,95 

CARTRIDGE OUR PRICE £6.95 




ONE ON ONE 

Play basketball with tua of America's tap players in this great sporls simulation 
which features realistic alTrnsive and defensive moves, fatigue factors, hot 
streaks, a shot clock, even instant repay and a shattering backboard! l ike the 
liamc ol basket hall itself, One-on-Oile rewards you for playing with your head 
si s well as _i 1.1 u r hands, 

J f f/f tit ill IJf dSfA*T w^-D 

CARTRIDGE OUR PRICE £6.95 


FIGHT NIGHT 

Fight NSgJlt brings yau all the thrills or (he b»\iil^, riuu. as: you face the nf the 
mast brutal fighters ever. [Is five separate battles are tolal war with relentless 
action. The Boxing Construction Set allows you and your oppanenl lo create 
yaur own perfect baxcrs, selecting nianiina. intellect and slyle. Step into ihe ring 
ta pit your perfper bim.r ; 1 u l i i 1 1 - r r h u computer ar another npponenl. I.'i plavers. 

Normally £14.95 

car R trTdge OUR PRICE £6.95 




DON'T FORGET! 

HOME FILING MANAGER/ 
PAY OFF DISK AVAILABLE FOR 
JUST £1 WITH THE PURCHASE 
OF ANY OTHER ITEM 
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ORDER FORM 

ALL ITEMS FOR XL/XE 



SOFTWARE 



SERIOUS STUFF 



Qty. 


Title 


Price 


Total 




JUGGLES R AIM BOW 


£5.95 






JUGGLES HOUSE 


£5.95 






JUGGLES RAINBOW HOUSE 


£9.95 






MUSIC PAINTER 


£7.95 






TYPO ATTACK 


£6.95 






SKYWRITER 


£5.95 






RALLY SPEEDWAY 


£7.95 






SUPER BREAKOUT 


£3.95 






STAR RAIDERS 


£5.95 






MISSILE COMMAND 


£595 






STAR RAIDERS II ;DSK; 


£5.95 






CAVERNS OF MARS 


£6.95 






DONKEY KONG 


£6.95 






TENNIS 


£6.95 






PENGO 


£6.95 






MILLIPEDE 


£6.95 






MOON PATROL 


£6.95 






HARDBALL 


£7,95 






DESERT FALCON 


£7.95 






ARCHON 


£7.95 




Total 







Qty. 


Title 


Price 


Total 




MICROSOFT BASIC II 


£11,95 






ASSEMBLER EDITOR 


£9.95 






SILENT BUTLER 


£6.95 






HOME FILING MAN. • PAY OFF 


£1.30 




Total 





SOFTWARE 



Qty. 


lit 


Price 


Total 




VISICALC 


£11.95 






TMEWtSE 


£7.95 






BASIC CARTRIDGE 


£3.95 






MACRO ASSEMBLER 


£7.95 






TOUCH TYPING 


£4.95 






PLANETARIUM 


£6.95 






PROOFREADER 


E 5.95 






POLE POSITION 


£ 6.95 






GALAXIAN 


£ 6.95 






P ACM AN 


£6.95 






U.S. FOOTBALL 


£6.95 






JOUST 


£6.95 






RESCUE ON FRACTULAS 


£8.95 






BALLBLAZER 


£6.95 






BATTLEZONE 


£6.95 






STAR RAIDERS 2 


£6.95 






LODE RUNNER 


£ 7.95 






MIDNIGHT MAGIC 


£6.95 






ONE ON ONE 


£6.95 






FIGHT NIGHT 


£6.95 




Total 






| ADVENTURES | 


I Qly- 


Tille- 


Pike 


Tutsi 




PIRATE ADVENTURE 


£7.95 






VOODOO CASTLE 


£7.95 






THE COUNT 


£7.95 






STRANGE ODYSSEY 


£ 7.95 




Total 





BOOKS I 


Qty. 


m 


Price 


Total 




EASY PROGRAMMING 


£ 5.95 




Total 






PUBLIC DOMAIN ETC. 


Qty. 




Price 


Toial 




ISSUE ti DISK 


£253 
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5- BIT REFERENCE GUIDE 


tm 






TURBO a ASIC 


E 3.95 




Total 





PAGE 6 SOFTWARE 



All an disk unless shown 


Qty. 


Tille 


Piica 


Total 




MIDIM ASTER 


£24.95 






TRANSDISK V 


£19.95 






TARITALK 


£19,95 






MINI OFFICE II 


£14.95 






SPELL ME - Cassette 


£4.95 






SPELL ME ■ Disk 


i £6.95 




Total 





TOTALS 
Software 
Books 

Post and Packing on above 
Public Domain 
PAGE G Software 

Total 



£ 

£ 
£ 
£ 



1.00 



TELEPHONE ORDERS 0785 213928 



Most goods witi be despatched within a few d$ys but please allow up to 28 days for 
detimy • Phase M free to copy this form it you do not wish to cut the magazine 



Name 
Address 



Total Order 
OVERSEAS postage (see above) 

Total 



C 
£ 



| | I enclose cheque. P.O. for £ 
I I I authorise you to debit my credit card 
□visa □ access □eurocard □ MASTERCARD 

My card number is: 



□□ □□□□ □□□□ 



Expiry date: |~|| I I H I 



Signature 



Please ensure that the name and address shown are 
the same as the cardholders. 



Please make cheques payable to PAGE 6 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 



FAX: 0785 54355 




French company UBfSOFT have recently set up a UK office 
and premise to release seme classy games over the coming 
months. PICK W PILE Is an unusual one rn which coloured 

fail from rne sky and you have to make them disappear 
by stacking balls and surrounding each column with other 
stacks. BRAIN BLASTERS is a typical French production hi 
which you J oattfe against yourself, or rather battle agaimt 
the negative side of your spirit 1 . You accept the invitation of 
the Great Priest and find yourself on the island Of Vafdkar 
where the magician most apt to face the ultimate test is 
chos m - from there it s tarts getting complicated! Others 
promised include BAT. which comes complete with a plug 
in sound board and BACK TO TffE GOLDEN AGE reviewed in 
this issue. On the education front Ptay and Head haw 
released the next two programs /it their learn to Read with 
Prof series entitled PROF LOOKS AT WORDS and PROF 
IWAKES SENTENCES. Both expand upon the original and 
have been developed along established educational guide- 
fines, Eh re , having spent a long time re-releasing most of 
meir titles on the budget label Encore, are flow set to 
release some brand new games among which Is TOURNA- 
MENT GOLF, whlcb looks to be an excellent golf sjmirlatfon 
along the lines of the famous Leaderboard, and WORLD 
CHAMPIONSHIP SOCCER which Elite claim fives you afl the 
little "extras 1 missing from other soccer games. Hot on the 
heels of their two recent compilations Domark have WHEELS 
OF FIRE, the 'definitive driving compilation ' that includes 
HARD DffJWN 1 , CHASE HQ, TURBO OUTRUN and POWER 
DRIFT - products from Ocean and US Gold as well as 
Domark 's owrt, this mil retail at £29. 99. From Image works 
comes CADAVER, a new game by the Bitmap Brothers an 
adventure packed with puzzles, traps, adversaries and 
arcade action in over 70 rooms. If you want your games 
cheap, check cot Electronic Arts new budget titles under 
their 'Star Performers' banner. These are priced at £9. 99 
and include such weff respected titles as FERRARI FORMULA 
ONE, HOUND OFSHAOOW. PQWERDRQME and ZANY COIF 
JVovagen, having finally releasee* DAMOCLES are not going 
to wait another four years to follow it up and have already 
released the DAMOCLES MISSION DISK J with a second to 
follow in January. Each offers another five missions for 
£9.99. Back to Domark, look out for S.T.UM RUNNER, a 
900 mile per hour future vehicle that has to race through 
tunnels to annihilate opposing gangs, and BADLANDS in 
which you must ride rough shod over other cars in a banger 
race game with eight different courses- Look our also for 
HARD DRt vW II due out in time for Christmas, Infogrames 
are the other French company with the Gallic flair and they 
have a number of enhancements to $(M CITY lined up. These 
include FUTURE USA in which you get to design your ouvn 
21 st century Amertoan city, FUTURE EI/r?0PE which lets you 
build the new capital of Europe (not in Milton Keynes, 
please!) and MOON COLONY set further afield to avoid ail 
the thousands of other users busy setting up cities all over 
the worfdi That's not all for you can also get ANCIENT ASiA in 
which you have a iittie history to guide you, MEDIAE YAL 
TIMES which combines a lirtte myth and magic with ruling 
the land and WILD WEST where you can live out your 
Western fantasies. Infogrames also nave a new 'Detective 
Adventure' set aboard a spacecraft in which you must save 
the lives of the crew after a murder attempt, called, approp- 
riately enough, MURDER IN SPACE. Others are METAL MAS- 
TERS in which you control a robot as high as a building with 
a destruction force beyond your imagination, MYSTICAL, an 
arcade game in which you play a wizard at the end of his 
studies set to go out into the world and do battle with the 
many foes that Wizards always seem to find and ftnaHy 
ALCATRAZ an action game which requires you to use Stealth 
to infiltrate a gang and arrest the head of a drug ring. This 
games uses sound as its basis requiring you to tread careful- 
ly for tear of detection, 






DAMOCLES 
MISSION DISK - 

the first of two 
disks to enhance 
the original world 



WELLTRIS - 

Infogrames 
extend the 
Tetris principal 
into 3D 





ALCATRAZ - 
your chance to 
capture a drug 
baron in San 
Francisco 



MYSTICAL - 
more magical 
arcade action 
from the team 
at Infogrames 
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KEM)ERS OFFER 

FUN 

SCHOOL 3 



SAVE £5 ON EACH TITLE 

OR UP TO £27 
ON ALL THREE! 

Fun School 3 is the new highly regarded education 
package for children of all ages. It is a delightful 
set of programs that will keep children enthralled 
for a long time. The three packages are for 

UNDER 5's 
FIVE to SEVEN'S 
and 

OVER SEVENS 
but you will find that children's abilities overlap 
these categories so it may be wise to purchase two 
packages or even all three! 

RECOMMENDED PRICE £2195 EACH 

OUR OFFER 

SAVE £5 ON EACH PACKAGE 
TAKE ANY PACKAGE FOR JUST £19.95 



or BUY ANY TWO FOR JUST £17.95 EACH 
or BUY ALL THREE FOR JUST £15.95 EACH 
SAVING ATOULOFffl! 




ATARI ST 



for the over ?s 



Order from m^^^^^^^m m 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Postage is free in UK 

or order by telephone on 0785 21 3928 {Add E2 ^ onJer overseas) 

ACCESS, VISA and SWITCH cards accepted 
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SAMPLI NG 




W ant to start making 
musjr: with your ST 
but can't afford a MEDI 
setup? If so, this unusual 
music product written by 
Anders "AN Cool" Nllsson of The 
Care Bears fame could be just 
what you're looking for, It's 
basically a four track sequencer 
which plays digitally sampled 
sounds, effectively turning your 
computer Into a complete se- 
quencer, synthesiser, and drum 
machine setup without adding 
any niusic hardware! It should 
interest programmers too. as 
the music flies It creates can be incorpo- 
rated Into your own programs. 

The software comes on just one DOU- 
HLE-SIDED disk, which is very naughty 
of MPH considering the price of the pack- 
age. It runs on ST and STE machines, 
and requires at least Sl2X memory and a 
colour monitor or TV display. 
Samples are like digitally recorded 
'sound snapshots' of specific sounds, 
such as snare drum, bass guitar, sax- 
ophone, orchestral hit, etc, Each sample 
can be replayed over almost a three 
octave pitch range (in semitone steps), 
allowing melodies Lo be constructed from 
just a single sampler. The disk contains 
many individual samples, Including 
assorted drum, synth, and solo in- 
strumental sounds. If you need more you 
can create them with MicrodcaTs Replay 
cartridge, which you have to buy sepa- 
rately . 

You can load up to sixteen different 
samples Into memory at once and play 
them directly from the STs keyboard or a 
separate MIDI keyboard, or sequence 
them from the program's integral se- 
quencer. The sequencer has four inde 
pendent monophonlc tracks, so it can 
play up to four noles simultaneously, 
Kach track can be playing a different 
sample too, making the yet up lour voice 
multitimbral in synthesiser terms. Stereo 
channels and bass and treble tone con- 
trols are also supported on the STE. 

TCB Tracker is currently advertised as 
having "full MIDI compatibility", but this 
is NOT TRUE, at least not in my copy! 
MIDI is used for input only, and the 
program will NOT drive separate MIDI 
instruments on playback. Also, MIDI 
input is only rnonophoiiic, i.e. can only 
handle one note at any one time, and 





response is so slow from a MIDI keyboard 
that the benefit of using one is almost 
negated! 

PATTERNS AND STEPS 

Each track is hntii up from a sequence 
of "patterns", where a pattern is a series 
of up to 64 "steps". Each step contains 
the details needed to play a particular 
note - basically, which sample to trigger 
and what pitch to play it at. Note dura- 
tion Is implicitly determined from the 
sample length and the position of the 
triggering steps wiLhin the pattern , 

Each pattern may be recorded in real- 
Lime or one step at a time using the ST or 
MIDI keyboard to in pi ]1 the notes. You 
can hear each nole as it's entered, and 
you can also switch the software into 
playback mode at aiiy time to hear what 
you've recorded so far. You only need to 
build Ihe unique patterns in a song once 
as you can reuse them as required, 
stringing them together in whatever 
sequence is needed Lo build a complete 
track. The principle is similar to that 
employed in many MIDI sequencers and 
drum machines. 

There are various editing facilities avail- 
able too. You can cut and paste patterns, 
sections of a track, or complete tracks 
within a song or between different songs; 
combine tracks; replace, delete, trans- 
pose, or extract selected samples within 
a track; stretch a track; and even reverse 
a track, although this didn't seem to 
work in the review copy. In addition, any 
sample can be transposed in pitch any- 
where within a one octave range, and 
during playback you can apply "pitch 
bend" effects to smooLhly vary its pitch 



up or down. There's also a 
"looping" facility to increase 
sample duration, but It seemed 
to have a totally unpredictable 
effect on the sound! 

BUILD 
A DRUM MACHINE 

Any sample may be triggered 
from any step on any track, so 
you can create some fairly com- 
plex sounding music. The prog- 
ram is particularly good at 
creating strongly rhythmic music using 
percussive sounds. In fact, many of the 
supplied samples are of different drum 
sounds, and you can even map a diffe- 
rent drum sample onto each key oi your 
SI" to hi l L I d your own drum machine! 
One disappointment with TCB Tracker 
is its sound quality. Its samples use only 
a 1 OKHz sampling rate at 8-bit resolu- 
tion, making the replay quality little bet- 
ter than a pocket transistor radio - even 
when played through a good quality hi-fi 
system! However, higher sampling rates 
significantly increase memory require- 
ments, so lOKftz Is probably a reason- 
able compromise to allow everything to lit 
into a 520ST. 
Other niggles include the inadequate In- 
struction manual: the program s fragility 
(it bombed too often for my liking): and 
the author's insistence on using hexade- 
cimal notation on the program's main 
screen! 

1 also think it's overpriced, but don't be 
put off TCB Tracker works surprisingly 
well, is great fun to use, and proiides an 
"alternative" introduction to music mak- 
ing on your ST. The program is adver- 
tised In the mainstream ST mags but if 
you w r an* to see what LI is like before 
parting with nearly £40 you can get a 
demo version from the Page 6 Library 
(disk 5T337). 
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YeL another Joystick- Driven, Hori- 
zontally Scrolling, Beat-cm- up 
(and Zap -em- li pi Arcade Adven- 
ture hits the stands! Fommatelv this 

if 

rrenrh. offering is a little above average 
and aimed slightly more at those who like 
some though! in their games as opposed 
to the usual incessant slaughterf 
The scrolling is flip- scrolling, i.e. you 
march off the screen to the left or right to 
find new territory to explore; many loca- 
tions also allow you to climb up or down 
ropes or stairs to new areas or go 
through doors at the Irorit and back of 
the screen to enter castles, houses and 
shops. There are also a few pits which 
are one way only - you have to find a 
different route baek once you have gone 
down them. 

When you are In the open the minor bad 
guys keep appearing in droves from both 
sides of the screen to attack you with 
clubs, axes, throwing stars, spears, 
arrows and other instruments of 
mayhem. The nastier monsters however, 
like dragons and hordes of fast flying 
spirits, stay dead once you have defeated 
them. This gives you time to explore the 
rooms more fully, searching for levers to 
manipulate doors and for trying to work 
Out llOW on earth you open Lhal secret 
door that you saw closing when you en- 
tered the room! 

There are lots of goodies lying around 
for you to pick up by walking over them. 
The most important are the spell books - 



mrnm 
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Title: 


BACK TO THE 




GOLDEN AGE 


Publisher: 


UbiSoft 


Price: 


£24.99 


Reviewer: 


John Sweeney 



IVe found nine so 
far - eaeh with a 
couple of spells 
which can help ynu 
dcleul [fie mons- 
ters* solve the puz- 
zles or just enable 
you to survive a lit- 
tle longer! The 
enemy often leaves 
behind a useful 
item when killed, 
keys, geld, potions, 
bombs, swords, 
arrows, etc. and 

there are shops In 

various parts of the 

Land for you to spend your hard earned 
gold on food, potions and weapons, You 
need Lo keep both your vitality poiuLs 
aa id your manic points up il you hope to 
finish the game. 

Thankfully the game allows you to SAVE 
your position to disk in ease you die: you 
can retry the nastier rooms without hav- 
ing to replay the whole game, I wish more 
people would put that kind of facility Into 
arcade games! Unfortunately my review 
copy did n"1 have this implemented on 
the other hand the righl shii'1 key or] my 
eopy gave me invulnerability! With 194 
screens to map (including a few teleports] 
you need all the help you can get to find 
the three magical artefacts which you 
need lo romplete the game, thus over- 
throwing Ihe evil priests and making 
yourself I be ruler of this fantasy 
land. 

As long as you have enough magic 
points left yon ran throw the spells 
you have Found, Some are fairly 
obvious from their names > e.g. KIL- 
LAR and FARALYS. Some, such as 
M1RIU5 and ANTILICUS, are ex- 
plained in the ancient books scat- 
tered around the place (the books 
also give sage pieces of adviee such 
as "There are no problems, only 
solutions!"]. You can determine the 
purpose of these spells by trial and 
error as well - and because of their 
locations the chances are you will 
have worked out what they do before you 
get to the relevant bookf Other spells 
such as PESOPESE and OPSECAS you 
will need to work out for yourself! |N,B. 1 
was playing in French - the spell names 
may be different in Knglish). 
You move, turn, jump, duek, shield and 
fight with the joystick - fighting consists 
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W great fun 
to play 99 



of hacking high or low with a sword, 
shooting an arrow, or zapping off a spell. 
The space bar gives you access to your 
inventory icons at the bottom of the 
screen - in order to select spells, drink 
potions, drop bombs r toggle between low 
hack and zap. and toggle between sword 
and bow. If you are prepared to reach a 
little further then you can use the F keys 
do do all those things directly. Apart from 
a slight frusl ration with the sensitivity of 
the button, often causing you to east two 
spells or fire two arrows when you only 
meant to use one. the game is very we'll 
implemented and great fun to play. 
Finally a note to those with old 
machines: I couldn't get it to load on my 
very old 520 and my review eopy was on 
double-sided diskettes - check before 
buying, 

• GAMERLAF - Excellent Fantasy 
Arcade Adventure with a little though! 
and mapping an well as a lot of 
hacking 

• GRAPHICS AND SOUND ■ ''Superb 
Graphics - Fantastic Animations - Per- 
fect Sound Effects" it says in the blurb, 
and yes, it is pretty good! {Ttxough the 
"p&fsct is probably a slight exaggera- 
tion f) 

• VERDICT - Great fun - thoroughly re- 
comint. v \(Acd 
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The Official NEW Atari 
520 ST E Turbo Pack 
has arrived ! 

pack includes 

Atari 520STE Computer Keyboard 

512K huM I in Random Access Memory 

Built-in 1 meg Double-Sided Disk Drive 

Built-in TV Modulator 

Superb 4096 Colour Graphics 

fi Channel Digital Stereo Sound 

Four Joystick ports 

Light Qun/P^n FaCrJtty 

MIDI inputs for music keyboards 

RAM Expansion capability 

Atari Mouse and Joystick 

... and ill connecting cables to get you up and 
running on your home TV set! 

plus 

Indiana Jones and the Last Crusade 
Dragon s Breath Anarchy 
Blood Money Outrun 
Impossible Mission II Super Cycle 

Human Killing Machine 



f} I U S 



ST OS Games Creator 
Hyperpaint II - uses all 4 096 colours! 
Music Maker II - uses the new slereq sound 
First BASIC Programming Language 



Drivin p Force 
Trivial Pursuit 



Rock n Roll 



also a waif able the 520STFM Discovery Pack! 



RickDangeroug 
Chess Player 2150 
Metaoomco BASIC 



Skweek 
Onslaught 
Uve&LetDie 
Mouse Mat 




Don't delay- Order now! 24HourQedtCatti HoWne Telephone (0908) 378008 

only.... 



Howtooitter Catalogues! 




Rinp or wrfto /rt tor our 1 A test Atari Catalogue fisting 
hundreds of products available tor this versatile Home 
Computer. We stock COLOUR PRINTERS, STEREO COLOUR 
MONfTORS, EXTERNAL DISK DRIVES. MEMORY 
EXPANSIONS, HARD DISK DRIVES. Atari BOOKS, FRAME 
GRABBERS, DtGfTlSERS, SCANNERS, WORD 
PROCESSORS. DATABASES, SPREADSHEETS, 
ACCESSORIES and of course hundreds $ hundreds ot 
$4rtfG« and *tl at ivc.fi' betow reco-fnmended retail priuest 

\ Service you can depend &n! 

Digicom offer you the very best in customer after sales 
support with 12 month warranty on flit Computer Hardware. 
At! units are fu It UK specification with 3ff day replacement 
guarantee on fautty Hems and FREE cotlectinn ot the 
defective units within tnis period. And should you ever 
need any technical advice our experienced and hetpfui 
staff are available on the teteohone or in our showroom. 
Remember - there are no hidden extras at! prices are fulfy 
inclusive ot VAT and next day courier delivery. 

PnciiJi £ ±!p«CMFiCHf icih j/r HU'JijMcl \o cAjrng# ur.'iJbDfl nci.'rp £ ACT. 




*/ dp/dhM JiV* tatT nt\>? bur Mntrtct Imctltlfmr - wiff».n slmtuitw on mfurmr 



DIG ICOM 

36-37 Wharlside Wading Street 

Fenny Stratford Milton Keynes MK2 2AZ 
Telephone (0908) 378008 -Fax (0908)379700 

Showroom Hours- Mon to Sat 
9j00am-530pm 



EDUCATION 






The three Fun School 2 packages I 
reviewed in Issue 38 were the 
best educational software I'd seen 
for the ST. Now Fun School 3 has nr 
rlvcd, but does it match its illustrious 
predecessor s high standards? Hie basic 
formula is the same as before, but this 
time the programs conform to the Nation- 
al Curriculum relevant tu the age groups 
covered, these being the under rYs pre 
school children, the 5-7"s infant age 
group, and the over Ts Junior group. 
Again there's a different package for each 
age group, each one featuring an amus- 
ing "theme character" to add interest and 
entertainment to the basic subjects 
covered. 

Each package contains six easy to use 
programs which can operate at a wide 
range of difficulty levels. They will adjust 
to the ability level of the child, but you 
can manually ser them in most cases. 
Correct answers result in a small audio 
or visual reward, while incorrect answers 
may cause the program to prompt with 
hints and clues. Completion of a level 
usually triggers an amusing animated 
sequence, and these are usually well 
worth secingf For added flexibility, many 
of the programs can be customised using 
your own problems, so you're not Just 
limited to using those provided, 

The programs are designed to be educa- 
tional AND great fun to use. They're also 



SPECIAL OFFER 
ON FUN SCHOOL 3 

SEE PAGE 54 



instructive in the use 
of the computer itself, 
helping to promote 
computer literacy from 
an early age. It's worth 
remembering that 
more benefit will be 
obtained from these 
programs if an adult 
sits with the the child, 
to provide guidance and encouragement 
as necessary, 

UNDER-FIVES 

As in Fun School 2 Teddy is the theme 
character, but he now looks even more 
appealing than before. The programs in 
the package are as follows, 

MATCHING - requires the child to 
match pairs of items by colour and 
shape, with Teddy giving an encouraging 
nod or sad shake of cbe head depending 
on whether the answer was correct or 
not. 

ACTIONS - my favourite in this pack 
age, just on sheer visual appeal alone. 
The child gets Teddy to perform various 
animated actions such as sitting, waving, 
hopping, and listening, by selecting them 
from a simple menu. Even if the child 
cant read, he soon learns to associate a 
selected flashing word with its action, 
thanks to the clarity of the graphics and 
excellent animation. 

GALLERY - Teddy 's been very naught y 
and removed nil rh-i- hihels Jrucn Llic pic- 
tures hanging on the gallery wall. The 
child has to put them back In place using 
the Arrow keys and Return key. Although 
the program ducsn't expect much preci- 
sion in label movement and location, it 
does seem more suitable for older 
children . 

COUNTING - Teddy is having a picnic 
with his Mends, and trie child has to 
count various items appearing around 
them. At lower levels it's a simple item 



counting game, but it becomes quite 
challenging at higher levels. Each section 
correctly completed allows Teddy to 
climb some stairs to reach a feast of 
honey. The program help* with the 
counting if an incorrect answer is given, 
nnd at higher levels this can happen fre- 
quently as the picture becomes quite 
congested with items! 

LETTERS - three Teddies watch the 
cursor very carefully as the child moves 
it to match a displayed letter with one 
from a menu. Getting several right re- 
sults in one of the Teddies receiving an 
ice-cream to celebratef The animation in 
this is quite delightful, 

PAINTING - is a colouring game offer- 
ing children a choice of colours and an 
opportunity to use their imagination In 
creating a farmyard scene. Much hilarity 
can arise from some of the choices > for 
instance by selecting pink for grass and 
green for sky! 

FIVE-TO-SEVENS 

This package is aimed at the five to 
seven year olds. It's directed towards Key 
Stage 1 of the National Curriculum with 
some elements of Key Stage 2. The theme 
character here is Freddie the Frog who h 
like Teddy, appeared in Fun School 2, 

JOURNEY - guide Freddie around 
roads on a map to visit various places 
using F-forward. B- backward, L-leil and 
R- right keys. The maps may look simple 
to start with, but when travelling North 
to South can YOU easily work out which 
way to turn at a road junction without 
turning the map upside down? A great 
deal of concentration is needed at the 
higher levels. 

COLLECT - move Freddie round his 
pond to collect the parts needed to solve 
arithmetic problems. Level 1 is simple 
addition, and has three numbers. ;i - 
si£r.. . - r 1 1 3 an = sign scattered around the 
pond, Freddie has to collect them in the 
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correct order to make up the sum and its 
correct answer. I.evel 2 is subtraction, 
Levels 3 and 4 are addition and subtrac- 
tion, but include a redundant number. 
Levels 5 an 6 are similar, but have two 
redundant numbers and can take some 
puzzling outf 

TOYSHOP - Level 1 involves reading 
the word at the bottom of the screen* 
finding the relevant toy on the shelf, and 
dropping It into a bag. Level 2 includes 
reading the price and finding the toy. tn 
I .eve I 3 the child has to think about 
which toys he can buy for a given 
amount of money, which Ls developed in 
levels 4 and 5 to tise amounts involving 
50p and 5p units. Some of these involve 
adding together four cash amounts to 
form the correct total. 

ELECTRICITY - Luis one s reaUy 
goodf It's a demonstration of a simple 
battery powered electrical circuit that 
ran either light a hulh or ring a bell. The 
circuit contains switches, conductors 
and insulators of various kinds and the 
child has to determine whether the cir- 
cuit shown will work. He may then 
change anything in the circuit except the 
battery', and has to determine whether 
the circuit will still work. This program is 
an excellent aid to understanding the 
basic concepts of electrical circuits and 
the knowledge gained can easily he ap- 
plied In simple practical work in the clas- 
sroom or at home. 



TIME - helps a child learn to tell the 
time in whole hours, half hours and 
quarter hours, with some enchanting 
animation to reward successful comple 
tion of a level. 



OVER 
SEVENS 



degrees, along with relative distances, to 
find the treasure at the end of the trail. 
DATABASE - a "real" computer applica- 
tion! You can use it to create a file con- 
taining your own data, then search, sort, 
and print it as required. There are several 
ready-to-use files supplied, including 




Electricity concepts are verij quickly learned 



FUNTEXT - involves using the compu- 
ter to search for Information, [f allows 
the loading of data on a given topic area 
and then searching through it Lo find the 
answers to questions asked. The prog- 
ram presents a series of questions or a 
timed challenge, and the child uses 
menus and an index to page through the 
information to find the answers. It's pos- 
sible to create your own Fun text files and 
questions too> making the program a very 
flexible learning ak) r One slight flaw Is 
that It seems to repeat the same ques- 
tions rather too frequently. 



Theme character this time is 
Robbie Robot from Fun 
School 2. The package's six 
programs are suitable for 
seven to eleven year olds, and 
are aimed at Key Stage 2 of 
uric National Curriculum, 
with so cue elements of Key 
Stage 3, 

WORD SEARCH is 

based on the familiar grid 
based word search game. 
Robbie shows a list of words to he used 
and then hides them In a grid of letters. 
At Level 1 the words are written vertically 
and horizontally. Level 2 adds diagonals, 
and I.evel 3 can also reverse Lheml You 
can customise the program by changing 
the supplied word lists or create your 
own, 

ROBOT DRAW - is a version of Lo^o 
with on-screen turtle graphics [no. not 
the teenage mutant hero type!]. As well 
as producing colourful pieces of graphic 
art the child also learns how 
simple computer programs 
are constructed. Although 
the commands are mouse 
selectable, the child still 
needs to understand them to 
be able to fully use the 
program. 

PLANETARY MATHS 

an all-action maths game 
complete with high score 
table! Correctly answering 
arithmetic problems makes 
the starship destroy the 
alien loreefields - the quicker 
the answer, the higher the 
bonus score! There are five 
levels of addition, subtrac- 
tion, multiplication and division, and any 
combination of the four can be used at 
any time, with each at a different difficul- 
ty level if required. The problem moves 
across the screen, and the child has to 
key In the correct answer before it runs 
into the forceficld. Higher levels use 
problems involving money, and these 
have almost crossed the screen before 
the whole problem has appeared, making 
quick thinking (and keying!) a necessity. 

TREASURE HUNT - follow a list of 
directions using points of the compass or 




Fun on Treasure Island 

ones with data on Europe, Historical 
Dates, Shopping, and several relating to 
numbers and maths. They can also be 
used as the basis for a test or quiz on the 
subjects, 

SENTENCES - displays a sentence 
containing mistakes ol various types, in- 
cluding spelling errors, incorrect punc- 
tuation. Incorrect use of capital letters, 
and other grammatical or syntactical 
errors, which the child has to correct. I'm 
not sure I agree with all of the program's 
"correct' 1 answers, but perhaps they 
teach things differently now compared 
with when I was at school! You can pro 
vide your own sentences anyway, if you 
don'i Like the ones supplied. 

SUMMARY 

1 thought Fun School 2 was fantastic, 
but Fun School 3 is even belted The 
clean, colourful graphics are a joy to be- 
hold and the animation is excellent. The 
authors got the sound right too - a mix- 
ture of sampled and internally generated 
sound that always seems to complement 
the graphics without becoming obtrusive. 
The programs are friendly, entertaining, 
and easily capture the attention and im- 
agination of the children (and parents!) 
using fhem. If you're looking for educa- 
tional programs you can do no better 
than these - until Fun School 4 arrives, 
of course? 



Publisher: 

Price: 

Reviewer: 



FUN SCHOOL 3 
Database Software 
£24.95 each 
John S Davison 
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John S Davison's 
regular guide to 

all the ways 
of making music 
on your favourite 
computer 



One area of music making that doesn't seem to 
be particularly well served with software is 
that of composition. OK, there are dozens of 
MIDI sequencers available that let you quickly 
record Lhc musical ideas you get, but they 
don't actually help with the composition process. I was there- 
fore very interested to see a new product which actually 
creates music, or alternatively transforms existing music into 
something sounding entirely different. It's called Fractal 
Music and was written by Chris Sansom and Laurence Gla- 
zier of Datamusic Ltd. 

Chris is a professional composer with many works to his 
credit, Including a string quartet and a trumpet concerto 
which have been broadcast on BBC Radio 3. lie's also written 
some 40 pop songs and has been involved in Jazz and folk 
music. Like many modern composers he uses mathematical 
techniques in his work, but his interest in this area was 
boosted through his association with Laurence , who intro- 
duced him to the concept of fractals and their graphical 
visualisation via computer. Tills led him to look for a musical 
analogy, and after much research he and Laurence eventual- 
ly developed a suitable algorithm, which now forms the heart 
of Fractal Music. 

Trie program also incorporates some of the mathematical 
composition techniques Chris was already using, extending 
them further than currently possible with manual use. It 
handles up to sixteen independent musical parts, each recor- 
ded on its own track with its own MIDI channel, allowing the 
generated music to be played on a mukitimbral synthesiser. 
Note - the music can only be played via MIDI: the program 



FRACTAL 
MUSIC 



does NOT use the STs sound chip. 
On loading Fractal Music you're faced with a complex 
looking screen. Actually, ifs not as had as it looks as most 
things on it appear sixteen times over - once for every track. 
Each track has a set of control parameters , concerned 
mainly with directing the cyclical mathematical processes 
used to generate the music. 



THE FRACTATION PROCESS 



This Is where the going gets a little heavy 1 The onscreen 
parameters control iterations through a three dimensional 
process using fractal mathematics, which generate time, 
pitch, and MIDI velocity (note volume) values used to define 
a musical note. Other parameters determine such things as 
initial pitch and velocity, acceptable limits for generated 
values, and ihe degree to which note pitch and volume is 
allowed to vary from note to note. The result of this "fracta- 
tion" process is a stream of notes of different pitch, dura 
lion* and volume [i.e. music), which can be stored on one of 
the chosen tracks tor playback or further manipulation. 

It's in the area of transformations that a computer system 
comes Into its own, as all but the most haste operations 
would be very tedious to do manually. The easiest to under- 
stand are Invert, which simply turns the music upside 
down, and Retrograde, which reverses the music - both 
tricks which composers have used ibr centuries. Mathema- 
tically, they're reflections In horizontal and vertical axes 
respectively. The program extends reflection to the general 
case, allowing you set any origin point and angle for the 
reflection axis. Similarly, rotation processing permits you to 
rolale I he music around a selected point by any chosen 
angle. Hie complexities of visualising and using these 
transformations have been neatly solved by making them 
mouse driven, and using a graphical display to Illustrate 
what's happening. 

Other transformations includes moving a track forwards or 
backwards with respect to time, and up or down with 
respect to pitch. You can also stretch or squash a track 
horizontally or vertically, I.e. to get the music to play over a 
shorter or longer time period, or to expand or compress the 
pitch range over which It plays. There's also a quantise 
facility similar to that found on rnost sequencers, but this 
one is far more llexible than mosi. 

Instead of using fractatlon to generate the music you could 
instead load a standard MIDIfile containing music created 
with a separate MIDI sequencer. You can then apply trans- 
formations directly to this, as they work on the contents of 
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any track, regardless of its original source. 
Clever processing algorithms are all very welL but what 
does fractated music actually sound tike? Well, to misquolt- 
an old saying, ''music" is in the ear of the listener - musie to 
one person's ears is just a noise to someone else's. My ears 
have a very wide musical tolerance and found Fractal 
Musics output rrr ermrn ... interesting! I don't think if II ever 
make the Charts though! It depends very much on your 
starting point, the parameters you specify, and the trans- 
formations you perform, taut generally the music has a 
modernistic , unstructured, avante-garde feel to it that some 
people won t like at alL However, the program could con- 
ceivably be used to generate musical ideas you could Incor- 
porate into any style of music. Dont expect il Lo do the 
whole job for you, though. 

My main criticism is the program s reliance on MIDIfiles to 
Input your own music data. Not all sequencers (including 
the one I normally use) support them, so it would be nice to 
have an alternative method of entering your own data as a 
starting point. I hope Datamusic add this to the list of 
planned developments, as Us inclusion should give the 
program wider appeal. 

In summary. Fractal Music is a unique software tooL likely 
to appeal to anyone seriously experimenting with musical 
composition or computer generated music, it costs £65.00 
Jrorn Datamusic Ltd., 4 Sharon Court, Alexandra Crow, 
London N 12 8NX. You can phone Chris Sansom on 
081-985-526^ for further details. If you want, to actually 
hear what the program can do you can get a demo version 
of the program from the Page 6 Library. 

NEW PD MUSIC SOFTWARE 

Les has Just added a couple of new music related disks to 
the Page 6 PD library. Both Contain excellent programs 
written by David Henry of Anchorage, Alaska, designed to 
considerably en hance the musical repertoire of your ST. 

The first disk contains two programs. One is called the 
Universal Music Player (UMP), and plays music Files origin- 
ally created by various music programs on different makes 
of computer these Include EZ-Track on the Atari ST H Adv- 
anced Music System on the Atari 8- Bit machines, and 
SIDplayer on the Commodore 64 faarrgghhh!). 

Hie files have to he ported to an ST first of course, but 
once they're on an ST disk the program will play them via 
MIDI! On playback it converts the raw music data into MIDI 
commands and sends them to an attached MIDI synth- 
esiser. 

After telling the program the type of file you want it to 
handle you can select either a single file or a group of two or 
more of them to play back one after the other. It's rather 
like the programmed play feature on a CD player. As an 
added bonus you can set the program to play your synth- 
esiser in multitirnbral mode, using your choice of synth 
voice on each channel. 

'Hie program works surprisingly well- In fact, it's happily 
playing a very pleasant set of Commodore (sorry , rude word 
again f) SID files on my PSS- 680 Synth as I write this. The 
only criticism 1 have is that there were only five AMS files, 
four SID files, and no EZ-Track flies on my review copy of 
the disk. There are thousands of these files in the public 
domain apparently, so perhaps Les could get a few more 
ported across for use by this program. 

Also on the disk is a demo version of Nickelodeon Five, 
which seems to be a much uprated commercial version of 
Universal Music Player. It's much slicker looking: plays the 
STs sound chip as well as MIDI instruments- has a large 



selection of entertaining graphic displays which move In 
time with the music: and handles ST Music Construction 
Set and ST Music Studio files as well as those handled by 
UMP. It's a superb program, but you have to buy the full 
version for $ 19.95 to be able to play any more than the five 
demo files supplied. It's worth having as a demo though. 
The second PD disk contains MIDI Music Maker, a share- 
ware program that takes the UMP and Nickelodeon 5 con- 
cepreven further! Tills one handles files from EZ-Track, 
IVIusic Studio. Music Studio 88. and Music Construction 
Set on the ST; Advanced Music System I and II, and MIDI 
Music System (anyone know whai Lhis is?) on the Atari 
8-Bit machines; SID Player. Enhanced SID Player, and 
Master Composer on the Commode 64/128; Orchestra- 
85/90, and Lyra 1/2 on the Tandy Colour Computer: and 
finally MID I files (Formats 0 and 1) on all computers. What s 
more, It automatically recognises the type of file on loading, 
and translates it appropriately for playback via the ST 
sound chip or MIDL Amazing! 

Il has a host of useful features too, For instance, it can 
analyse and map which voices and degree of polyphony are 
used on each channel; remap music to different channels: 
convert any type of file from the list above into MIDIlilc 
Format 0 for transfer to other ST music programs. Tt also 
has excellent help facilities and disk based documentation. 
It doesn't have the flashy presentation of Nickelodeon 5. but 
functionally it's a terrific program - one that every- ST music 
enthusiast will want to own. 

Please note that MIDI Music Maker is a shareware pro- 
duct. If you like it you re asked to send the author $10 to 
show your appreciation and to encourage him to continue 
supporting it. It's worth every penny. 

The documentation Includes a list of possible sources for 
thousands of music files In various formats to use with this 
program. They're all in the USA unfortunately, but it may 
bt possible to get hold of some of them for the Page 6 PD 
Library. I'll investigate this and let you know the outcome in 
the next issue. 



PSS VOICE PATCHES 

Remember I harangued all you PSSfcD and FatchEd users 
a few issues back about not sending in any PSS voice 
patches youvc created? WelL at last someone's taken up 
the challenge f Simon Lloyd of Abbots Langley, Herts sent 
rnc a disk containing seven new patches he's created with 
PSSED. He's named them Christmas Organ. Tuneless Bass, 
HarpsiPiano, Seaside Organ, Glassy Strings, Cry stal Bell, 
and I Like This 3. All but the last are reasonably descriptive 
of their sound. 

Now, If Simon can do it, so can the rest of you. To 
encourage you to get cracking with your patch editor I'm 
willing to act as a Librarian for all patches sent to me. and 
what's more HI make ALL Lhc patches I receive available 
FREE to anyone who wants them! To get your copy just 
send me a disk containing at least FIVE new patches you've 
created in either PatchEd or PS5ED format, plus a stamped 
sell addressed envelope so I can return the disk to you with 
the extra patches on it. Make sure the sae is big enough 
and strong enough to hold the disk, and don't forget it 
needs a 22p stamp now! You can reach me care of Page 6 
Publishing. P.O. BOX 54, Stafford, ST16 1DR. I look for- 
ward to heating your creations. 

With all this new software around there's no room for the 
usual Snippets news section this time. [ guess it'll keep till 
next issue, so see you then. 
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NEODESK 3 

A great program 
becomes even greater! 



I reviewed NEODESK back In Issue 42 and concluded that I could not recommend 
ii highly enough. Now a new version is available ihat has all of the original 
fcakirey plus a gretai dcaJ more. Before we lake a look at NEODESK 3 however let 
rnr clc-zir up one [jchinl Jrc nr i ihe orij^kial review. I staled that the program was not 
■suited u> <* single drive system since it needed to reJoad eaeh time but nils Is not the 

By a mm iling I he Scl Corifi£ural ion menu ycm can have Neodesk memoiy 
resident al al] times. It takes a little room but is well worthwhile. 

So whal oft he «nhHrH:ernem.s? They Mrr so many that It Is difficult to know where to 
siarl. Some an- quite minor, yvi tol ally indispensable onee you have discovered them, 
others axe major new features. Let's start with the actual desktop itself. The first thing 
you will notice is that there; is an extra icon on the default setup, a clipboard. The 
clipboard is used for temporary storage el Mies ihat you wish to reorganise, for example 
in transferring files from several folders or floppy disks to other directories. Rather 
ih. ni hnvc several windows open at once, swapping between each, you can now simply 
open the windows you need, eopy or move files to the clipboard, and then open up the 
destination directory to transfer them all in one go. Such Hie reorganisation can be 
achieved by other means but the clipboard saves a lot of time. 

The second major difference on the desktop is that you can use the desktop itself" ihr 
notes that can cither be permanent or temporary. Any single line of text can be entered 
directly on the desktop to act as a reminder or provide information that you often 
need. If you wish you can now change the entire desktop background by loading in a 
NEO or DEGAS picture of your choice although you'll have to choose carefully if those 
messages arc still to be legible. An extended feature of this is that you can view any 
NEO or DEGAS picture directly from the desktop so if you have a collection of pictures 
you can simply check on each one without the need to run another program, Neodesk 
also supports viewing of any text file, even a program as a text file, and you can specify 
an alternate viewer if you wish so that, for example, the DCSHOWIT text viewer could 
be run automatically by Neodesk every time you elected to view a program. 

Let s turn now to the windows where those minor yet so convenient changes have 
been made. If you check the illustrations you will see a few more icons around the edge 
of the window, In the bottom left hand corner is a toggle between text and icon display 
with, next to 11, a button to select all items in a window. Minor enhancements that 
save a great deal of time. At the lop of the window below r the status bar is a double line 
which will enable the window to be spilt into two with each part independently 
scrollable, ideal If you have a large directory. Top left there is a duplicate window 
hnl ton which saves having to open the window again from the drive icon if you need to 
access another folder, Arioihci I i i iy enhancement that could save you hours of despair 
is a suii-dl E that appears on tin: top righi oFihe status bar if the disk opened contains 
.in 1 1 liable bool sector. This enables you to check whether a disk may have a virus 
;jih1, in fact, came to ihi- rescue in preparing this very issue] Brilliant stuff! 

Previously Neodesk allowed you to select templates for open windows so that only files 
with a chosen extender would appear. This has now been extended so that you can 
select fUes with up to six different extenders to appear in the same window and you 
can even define and save your own ex Lenders. 

Other areas where GEM falls down arc also addressed such as h routine in prim a 
directory listing or send a form feed to the prinLer to line it up prior to printing out a 
text file. "Jli ere are also search routines that will enable you to find any Tile In a 
selected path or drive, invaluable for hard disk users. 

And there arc more improvements, so many in fact that there is Insufficient space 
here to describe them all. Those described so far make the program worthwhile, 
anything else is a bonus. The only criticism I have to make is Ihtfi I Ibund it impossible 
to convert my previous NEODESK. INK file using the utility supplied and had to 
recreate the entire desktop layout from scratch. r lTic manuals could also be better in 
several respects and the index is atrocious! 

If you haven't already bought Neodesk then buy Neodesk 3 now. If you already use it, 
upgrade. Neodesk 3 is even more indispensable than ils predecessor, possibly the 
most worthwhile program any serious user will ever purchase. 

NEODESK 3 is now distributed by Electric distribution and should therefore be easily 
amllable r Price is £39.95 for the JuU package but existing users can upgrade for just 
£19.95 by returning their original disk and manual lo Electric distribution. 
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ST GAMES ... ST GAMES ... ST GAMES... 




The sound of John 
Harry rebounds in the 
ears at the prospect of 
yet another escapade of DO 7 
on disk. Domark have certain- 
ly set out to ensure that the 
loading titles remind the user 
of the film or at least the 
video. A good rend i lion of [he 
now famous theme accompa- 
nies a censors certificate and 
a video tracking message. 
The game seems to follow the 
tried and trusted Domark 
method of encapsulating the 
film into several key scenes 
and thence making playable 
scenarios of them. The con- 
trols are either keyboard or 
joystick with no mouse op- 
tions at all* indeed the play is 
obviously standardised from 
the 8 -bits since the instruc- 
tions for those machines are 
included in 1 he manual. 

The game comprises five 
stages which mainly consist of 
guiding Bond in a variety of 



vehicles or on foot 
tli rough perilous 
situations and 
obtaining credits 
to repair other 
less fortunate vehicles which 
have passed through your 
hands. Hie first of the scenes 
comprises of a sort of demoli- 
tion Outrun game, wherein It 
is your role to drive the Hond 
mobile through mam tiding 
pedestrians and manic drivers 
to reach the next stage. As 
with all the stages the 
graphics are smooth and the 
sound effects loud and per- 
cussive. 
Cameplay is actually quite 
strong and the initial run is 
not as easy as tt first appears. 
It is very necessary to learn 
the controls and handling 
quirks oi' both the car and the 
subsequent speedboat since 
they feature again later in the 
game, indeed the manufactur- 
ers explain that this early level 





is there to help the player 
master Lhe complexities of 
control. 

Each part of the game has an 
effect on subsequent events, 
fall to obtain sufficient tokens 
and the repairs and upgrading 
to the Bond car will not be 
done and the scenes will be- 
come unavailable to you, 

As In all these types of game 
each part seems as though It 
could be a fairly reasonable 
budget priced i^ame, but for 
this game the parts do hang 
together well and give the feel 
of continuity often lacking in 
such an opus. I found the 
game fast and enjoyable, I also 
recognised bits of the film 
coming through quite clearly. 

A good show by Domark and 
better than I expeetedl 



FACTS 



Title: 

Publisher: 

Price: 

Reviewer: 



THE SPY WHO 
LOVED ME 
Domark 
£24. W 

Damon Ho worth 



SIGHT & SOUND 



Excellent loading and ending 
music, colourful sprites and 
sitong spot effects 



GAME PLAY 



Smooth and fast, perhaps 
occasionally difficult 



VERDICT 



Not bad at all, if you an/oy 
Domark Bond this 1$ their best 
y*f 



FACTS 



Title: 



Publisher: 



Reviewer: 



TURBO CUP 
CHALLENGE 
SMASH 16 
£4.99p 

Damon Howarth 



SIGHT & SOUND 



Graphically well up to the stan 
dord of other comparable 
gam&s noisily not as robust 



GAMEPLA Y 



More than adequate, fairly fast 
and the alter cars cheatl 



VERDICT 



An acceptable budget race 
gams 





Turbo Cup Challenge is 
another in a long mad 
of car racing games 
seen from the perspective 
above and behind the car. The 
game, I am Informed, was a 
full price Krench game and It 
does show a certain Gallic 
flair. The controls are fairly 
simple and I found the key- 
board option far more prefer- 
able to the Joystick, As with 
the vast majority of these 
games the options only in- 
clude fast /slow left/ right and 
it Is perhaps disappointing to 
note that all gear changes are 
automal if. 'ITien a^iin it docs 
allow the player to concentrate 
on the track. 
Graphically the game is 
sound, the courses are well 



drawn and very 
smooth in their 
scrolling although 
the opposing ears 
seem to ignore the 
road surface with far more 
aplomb than the program 
allows the player. The cars 
also seem to have learnt their 
driving style in Paris since 
they seem to have an unstopp- 
able urge to ram the player oil 
the road in a hall of smoke 
and quality sprite work. 
The races take place on four 
famous tracks and each race 
allows one lap of practice to 
obtain a grid position and a 
three lap race to lose your way 
and to allow your Porsche to 
be mercilessly bullied by all 
the other road users. While 
the action is fast and control 
smooth I was somewhat dis- 
appointed by the lack of 
tweaking abilities in the game, 
it is a very basic implementa- 



tion of the style and while pro- 
vtng highly enjoyable I felt that 
the format could become 
somewhat tiresome after a 
long session of playing. I was 
also dismayed that the game 
had to resort to cheating in 
order prevent the player win- 
ning? While [ fully recognise 
that one of the great arts in 
motor racing is the art. of pas- 
sing an opponent 1 find it hard 
to believe that the sports car 
fraternity are going to adopt 
driving tactics more often 
associated with the char- 
ioteers from Ben Hur in order 
to stop you being J'irsl pas1 (he 
postf 

Having noted the basic and 
sparse game content of the 
software it does still offer a 
good budget price bargain and 
for any new to the motor rac- 
ing circuit it will provide a few 
hours of fun if slipped into 
your Christmas stocking. 
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hadow of the: Beast 
^^fc has been long awaited 
by ST owners since its 
release on Lhe Arnica over a 
year ago. The conversion 
apparently took over nine 
months to complete. 

On loading the game you are 
greeted by some simply stun- 
ning graphics. Accompanying 
these gorgeous, graphics Is 
possibly the finest sound ever 
heard on the ST, The use of 
sampled sound In the music 
has to be heard to be believed! 

Yon play the part of a charac- 
ter who was abducted as a 
child from his home and taken 
to the temple Necropolis of the 
Bcasl l^ird. Here vour bodv 
was slowly transformed Into a 
creature of extreme power, 
ability, and strength. However, 
having now reached maturity, 
you begin to comprehend the 
awful truth and set about 
wreaking your revenge upon 
your evil masters. To do this 



you must enter 
the Shadow of the 
Beast, 

The game takes 
on the basic form 
of an elaborate scrolling plat- 
form and ladder type arcade 
adventure. The "adventure" it 
self takes place within the do- 
main of the t^east and will 
take your character to castles, 
strange levels beneath the 
forest, and [o I he bottom of a 
well, to name but a few places. 
As with practically all games 
of this type, on your travels 
you'll iind various things to 
aid your cause. These Items 
include keys, torches, and the 
like. Also, predictably there 
are a number of hostile crea- 
tures who are also creations of 
the Beast. The packaging 
boasts of "132 unique mons- 
ters", so there's plenty to keep 
you busy. 

The graphics within the game 
itself are good and very proles- 




FACTS 



sional looking, however they 
are overshadowed somewhat 
by the stunning loading 
graphics and some of the 
"stills" between levels. 

I do have one major gripe - 
the scrolling is awful. Now I 
can appreciate that the boas- 
ted "13 levels of parallax 
scrolling" might pose a prob- 
lem on the 520ST, but they 
could have done better surely! 

In terms of play ability the 
game is a real pig. Due to the 
game's immense size many of 
the different locations are 
loaded from disk each time 
you cross from one zone to 
another. This slows the action 
down considerably and spoils 
the gameplay but the presen- 
tation and quality of support- 
ing graphics do make up lor it. 



Title: 

Publisher: 
Price- 
Reviewer: 



SHADOW OF THE 
BEAST 
Psy gnosis 
£24.99 

John Davison jnr 



SIGHT & SOUND 



Graphically stunning, but the 
ovetaU effect is marred by pooi 
quality $crotflng r The music if 
the best I 've ever heard, but 
th& spot effects are a oil dodgy 



GAMEPLAY 



t l ve played better! The system 
of loading and reloading spoils 
the ftow of the game consider' 
obiy 



VERDICT 



Like so many other games the 
very impressive presentation is 
at the expense of gameotay 




FACTS 



Publisher: 

Price: 

Reviewer: 



THE LIGHT 
CORRIDOR 
Infogrames 
£24.99 

John Sweeney 





SIGHT * SOUND 



Je but effective graphics 
writ some great music and 
sound effects 



GAMEPLA Y 



Cross between 3-D Breakout 
and Tennis, with o few twists 
thrown in! 



VERDICT 



A must for ait bouncing bail 
addicts - welt worth buying - 
highly addictrvet 



Remember Breakout? 
Trying to keep a 
bouncing ball In the 
air with a tiny paddle? Re- 
member how ynr-jCoiK' had (he 
bright Idea of vamping it up to 
take advantage of new tech- 
nology and we got aJl those 
super games like Arkanold 
and Impact? Amazing how a 
hit of thought can breathe new 
life into an old game, tent it? 
Well, those French geniuses at 
Infogrames have done it a^ain! 
Whaf a the new twist? Now T the 
ball bounces AWAY from you 
down a tunnel that disappears 
into the distance! 

Of course it eventually hits 
an obstacle (which may be so 
far away that you can't see It!) 
and comes shooting back at 



an unexpected 
angle. You have to 
react VERY quick- 
ly to send it bark 
down the tunnel 
with your large square trans- 
parent bat! Then you must fol- 
low it down the Light Corridor 
either slowly with separate 
clicks on the left button, fast 
by holding it down, or super- 
fast by holding down the right 
button! 

The simple obstacles are Just 
panels of various sizes stick- 
ing out from the walls, floor 
and ceiling, some of them 
moving. Ef you get too close to 
Lhose the ball bounces back so 
fast you have no chance of 
controlling it! Later you will 
come to strips which syn- 
chronise with the ball so that 
they keep volleying it back to 
you. enemy bats which you 
have Lo bat the ball past he- 
fore vou can coniimic. and 



moving force fields which send 
the ball all over the place! 

To help you along the way 
there are Lokens w r hich can 
give you extra balls, sticky 
bats, double bats and so on 
but some of the tokens are 
nasty and shrink your bat F 

There arc 50 tunnels to get 
through, with a code number 
at the end of each so 1hat you 
can restart anywhere you like. 
At the end of every fourth tun- 
nel there is an extra problem 
to solve, like hitting n moving 
target a number of times, or 
working out which panels you 
have to hit while an arrow 
moves around the end wall! 

As if this wasn't enough they 
also include a Corridor Editor 
so that you can create your 
Own corridor] My only critic- 
ism is that you can finish all 
50 in five or six hours using 
the codes to do them one at a 
time. 
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ROLE PLAYING 




Are you familiar with magic? Cap- 
able of intelligent strategy? Ready 
i to Buy. Loot and Barter with one 
single aim - to gather together a powerful 
force of men (or dwarves or elves or 
ores!), win back the four kings' aroma 
and restore the world to everlasting 
peace? 

Then this could be the game for you t 
You start by choosing your race and 
profession „ then set off to explore 50 
scrolling scenarios in your quest to save 
the world. ITie main playing area is a 
bird's eye view (from GO degrees) of wil- 
derness H castles, villages, mines and 
dungeons Which scroll smoothly in every 
direction. Each scenario has to be com- 
pleted before you can access the world 
map and travel on to an adjacent scenar- 
io, searching for weapons, food, gold and 
Miiiii.ica] artefacts and slaughtering every- 
thing that moves along the way, Move- 
ment and fighting are Gauntlet- style with 
the joystick - each scenario is basically a 
small arcade adventure - the complica- 
tions arise because there are 50 of these 
scenarios linked togcthert Many scena- 
rios are completely hostile and the only 
way through is to slaughter everything - 
you can neither move Oil to another sce- 
nario nor save your position until you 
have killed a high percentage of the local 
inhabitants f As Jong as you have saved 
earlier you can of course try an alterna- 
tive route and come back to this scenario 
later! 





Title: 


Battle master 


Publisher: 


PSS/MirrofSOft 


Price: 


£2499 


Reviewer: 


John Sweeney 



But mindless 
mayhem is not the 
only answer: many 
scenarios will offer 
you the chance to 
parley. If you 
choose this option 
you can buy food, 
weapons etc. from 
the locals and, if 
they are of your 
race, you can hire 
some mercenaries 
to strengthen your 
army. Once you 
have finished trad- 
ing you can choose 
to slaughter them anyway or you can pay 
for passage through Lo the adjacent sce- 
narios. 

Once you have some troops they will 
fight as you do, In any formation you 
choose, though they are not always too 
bright and have a nasty habit of breaking 
ranks and getting themselves killed un- 
less you RALLY them regularly! A small 
"radar" screen helps you find the enemy 
in each area. Most of the areas are fairly 
straightforward and yon will not need to 
draw maps, just make notes of how to 
access hidden areas or solve puzzles and 
where to find the main objects, 
'['here are dozens of objects to ibid, 
these fall into three categories, examples 
are: weapons, armour, food whirh you 
have to select in order to use; rings, gems 
which you just have to own - they 
automatically do their thing; specific 
scenario objects, e.g. poles, shovels, 
flowers, books they are automatic- 
ally used when you reach the right 
place on the screen. 
Your inJbrmation is a little limited 
in a couple of ways, for instance, 
how do you choose between Sulran- 
dir's +40 Firehand Magic Wand 
which shoots fireballs and an Orcish 
+40 Skirmisher Wand which shoots 
pois<m L>iss? And you only get limited 
statistics about your troops - their 
average health and skill - so you 
don't know whether one is about to 
die or not, or which ones are the most 
skilful. 

You can choose between mouse, 
keyboard or Joystick - 1 found the joystick 
the best for fighting, but the mouse best 
for trading and manipulating the Inven- 
tory. You ha% r e to use the spacebar or left 
mouse button Lo get to the control func- 




* highly 
addictive » 



tions if you wish to rally your troops, 
change their formation, switch between 
sword and bow or eat some food to boost 
your hit points. 
Datllemaster is a little annoying in a 
oouple of ways: pits and rivers are in- 
stant death and It takes one and a half 
minutes to restore: vou can't reallv see 
what is happening when there are lots of 
people in a close fight and one pixel can 
make the difference between whether you. 
are hurting him or he is hurting you! 
The mouse buttons are the opposite way 
round to the documentation. There are 
a] so a couple of bugs (e.g. book won't 
close piL in Welwyeh) but nothing that 
will prevent you finishing the game I am 
told - Tin about a third of the way 
through at the momentf (It also wouldn't 
load on my ancient 520 with its separate 
single- sided diskette drive.) 

So. fight your w T ay through Ave head Hill, 
trade in Dulhaiti. fighi your way through 
Trollford and Ironhome to Maggot's Pit 
see if you can save the world! 

GAMEPLAY - Great fantasy warfare, 
lota of variety , highly addtcthie 

SIGHT & SOUND - Excellent graphics 
and animation, the sounds are a ULtle 
limited but adequate 

VERDICT - You should get many hours 
of entertatnmem as you try to raise 
your skills and build a competent 
army 
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WORLD 




TIME 

TO PLAY - 
TOP CLASS 
GAMES 
COME THICK 
AND FAST 



gie have on offer? Answer: games, games 
and more games! A recent summary put 
the number at around fifty entertainment 
titles in addition to several other items 
(mainly programming tools and denies) 
although the rapid release schedule 
means that this figure is bound to be 
inaccurate. Obvious! v there are far ton 
many programs to review in one article 
so let's take a, brief look at some of the 
best. 

GOLDEN OLDIES 

If you parted with your 8- bit micro to 
buy an ST vole probably long for the 



c 



omtnerciaJ software 
houses are often criti- 
cised for over-pricing 
their products- Users may be 
prepared to dig deep into their 
wallets for a hefty applications 
package (the latest version of 
Pretext weighs in at a whopping 
£150) , hut offered an arcade 
game with no guarantee as to the 
quality or lasting appeal, few 
would disagree that £20+ price 
tags seem a trifle excessive. The 
companies may argue that the 
price is a genuine reflection of 
the development, production and 
marketing costs, but users aren't 
easily convinced f 

In April 1987 two enthusiastic ST prog- 
rammers ■ Camy Maertcns and Simon 
Rush - decided it was time Lo do some 
thiii^ about 1he situation. They set up a 
company called Budgie UK whose aim 
was to produce quality Public Domain 
programs as a service to the 5T commun- 
ity. A year later they launched the licenc- 
ewarc' concept - a mechanism by which 
sole licensed distributors pay royalties to 
Budgie UK on the disks sold, which are 
then shared by the programs" authors. 
Budgie UK have since grown into, what 
they claim is. the world's most prolific 
source of ST games. All programs from 
the Budgie stable (cage?) have several 
things in common, "lliey are all of a very 
high quality, incredibly good value for 
money and are sold in the welcome abs- 
ence of marketing hype or deceptive 
packaging. Even so. the company can 
reportedly boast yearly sales figures of up 
to ten thousand disks! So what do Bud- 
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THE WONDERFUL BALLZONE 

excitement of those golden oldies of yes- 
teryear. How about a good old fashioned 
game of Space Invaders? Some would say 
that the ST has never seen a decent ver- 
sion of this ever-popular classic but Bud- 
gie have put this right with ACE IN- 
VADERS, It s last, colourful, exciting 
and just as addictive as Lhe original. 
There's no need for me to mention, of 
course, that the game is all about zap^ 
ping rows of terrifying aliens as they de- 
scend ever- more- rapidly towards your 
lunar base (oh well, too late?). Unlike 
some other Space Invaders games 1 could 
men I ion. this one features several nice 
tunes and a choice of either the author's 
original or enhanced versions, It could 
keep you occupied for hours biit ifyouVe 
still got an appetite for more then BALL- 
ZONE Is the obvious solution. This one 
is a mouse- controlled Arkanoid clone 
which is arguably better than the real 
thingl As in any Breakout spin-oil" the 
aim Is to annihilate rows of bricks by 



manoeuvring a bat so that a tiny des- 
tructive ball is prevented from escaping 
across the screen boundary. Some novel- 
ties in BaUzone include a reassuring row 
of base tiles below your bat's position 
which permit you to make the odd mis- 
take and also a timer to keep you on yoLir 
toes. Ballzone oozes with playabiliry and 
the graphics are. needless to say, in a 
i hiss above the rest. MR DfG is another 
favourite from the good ol' days - here 
you must guide the eponymous character 
through underground tunnels, and dig 
new ones, in order to collect a specified 
quota of cherries. Avoiding the baddies in 
hot pursuit isn't easy, let alone recover- 
ing the bonus cry s Lais, but smart bombs 
are provided as a last resort, U s 
an excellent conversion (a superb 
demo of what you can do with 
STOS!), although in my opinion 
no tiling really comes close to "Mr 
Do" on the 8-bit Atari (murmurs 
of disagreement! J. You'll also find 
an added bonus on Lhis disk 
TANK BATTLE, just as crude 
as the old VCS gamef 



TRIVIA TIME 



Shoot em ups not your scene? 
You'll be pottv abonl MAKE A 
BREAK. It s a very pirifrsskniallv 
presented trivia quiz game which is 
loosely based on an old Radio One quiz 
once hosted by DLT. You are faced with a 
series of multiple-choice questions cover- 
ing various topics such as the arts, sci- 
ence, music and sport wiih each correct 
answer allocated a specific number of 
points. ITiese correspond to the values of 
snooker balls and if you guess(?) the 
right answer you're treated to an excel 
lent audio /visual display of the ball being 
potted. The questions have been cun- 
ningly 1 bought OLit to ehallenge even the 
most knowledgable of trivia aficionados - 
there's little doubt that the game s appeal 
will be long lasting as you endeavour to 
better your break. 

Ideal for those who'd prefer something 
more traditional, SAFE AS HOUSES 
can only be described as the 'ultimate 1 in 
conipLi tensed Monopoly. Up to eight 
players (either human or silicon!) can 
participate in fast, medium or slow 
modes on a board based on either Brit- 
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ish, Irish or American names. In case 
youVe forgotten how to play the game, 
you can even sit back nnd watch the 
computer try ta outwit itself? As with 
other Budgie games the excellent 
graphics are a major selling point, but 
Safe as Houses is also one of the few 
really addictive games in which you can 
involve the whole family maybe even 
call around the neighbours! 

If board games seem a bit too energetic 
and what you really want is to curl up in 
the armchair with a decent crossword. 
Budgie have just the thing! Simply pull 
the chair up to your ST and hoot up 
CROSSWORDS. This one will run on 
both mono and colour systems and 
there's not a lot else that can be said 
except that the program offers twenty live 
different puzzles ranging from easy to 
medium difficulty* Words can be entered, 
erased or altered as required or if you are 
really stuck you can also call up the 
answers! If you have Fast Basic it's possi- 
ble to create crosswords of your own but 
if not, don't worry as Budgie have prom- 
ised more puzzles in the future. 

Clearlv It wouldn't be difficult to fill the 
entire magazine with reviews of Budgie 
Software but that wouldn't be too popu- 
lar with the 8 -bit -owning fraternity! I'm 
certain that we'll be discussing games 
again in future issues and Buddie UK is 
bound lo feature prominently. In the 
meantime, why not check out the PAGE 
6 catalog (an u printed PAGE 6 CATA- 
LOG DISK is now available, priced at 
£1) and make a selection. You'll be im- 
pressed! 



CHRISTMAS TIME 

Once again, trie festive season is almost 
upon us, Mince pies, mistletoe, carols 
and crackers - yes, it's time to eat, drink 
and be merry! How about setting the 
scene with a compilation of Christmas 
pictures and some great topical music? 
CHRISTMAS TIME is an apt name for 
a disk which Is chock-a-block with excel- 
lent graphics on the Christmas theme, 
presented as a continuous slide show. 
Amaze the relatives with the power of 
your ST! II you're looking for something 
to keep the younger members of the 
family occupied after the presents have 
been opened, the toy batteries flattened 
and the crackers pulled, COLOUR 
BOOK could be the answer. The prog- 
ram on this disk Is primarily Intended lor 
children up to the age of six and alms to 
stimulate artistic ability, in a similar way 
to the popular 'painting by numbers' ex- 
ercises. Apart from eliminating the possi- 
bility of Ink on the carpet, the advantage 
is that pictures can be modified, erased 
and re- painted as many times as re- 
quired. The disk includes a collection of 
live Outline drawings which can be 'pain- 
ted" - however the user wishes - using the 
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Top to Bottom 

MAKE A BREAK the 
addictive trivia game 

SAFE AS HOUSES - 
on excellent version 
nj Monopoly 

COLOUR BOOK - a 
delightful children s 
program 



mouse to select from a bar of 
ill teen colours. A very user- 
friendly interlace provides ac- 
cess to freehand and line-draw- 
ing facilities so that additional 
artwork can he created. It can 
then be saved to disk and re- 
trieved at a later date. Colour 
Book is without doubt one oi' the 
best programs for young chil- 
dren in the Public Domain and 
is professionally designed so 
that all Lhe features are ex- 
tremely easy to use. There's only 
one small problem - you may 
become hooked yourself! 




Credits: 
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Unnart gage 



Trade 



Inf ermt'i on 



Resign 





SIGNING OFF 

I'd like to thank all those people who 
have written In with suggestions for fu- 
ture topics ■ but unfortunately, there ha- 
ven't been any yet so instead Fll repeat 
Lhe usual invitation to submit corres- 
porldenee. 11 you have anything to say 



about Public Domain 
software, please write 
to PAGE 6 and let us 
know! 

An exciting develop- 
ment on Lhe commer- 
cial software from re- 
cently has been the 
release of the TCB 
SOUND TRACKER 
lat the Earls Court 
Computer Entertain- 
ment Show] by the 
exceptionally talented 
L Care Bears' crew. The 
demo version is- now 
available in the Public 
Domain and 1 must say that it looks to be 
a remarkable program In its own right. 
The fully-featured package must be In- 
erediblel More details next issue when 
the eolumn will have a musical flavour. 
Until then, all that remains For me to do 
Is to wish all Atari enthusiasts a very 
Happy Christmas and a prosperous 
1991. See you next year!- 



HOW TO GET THEM 



AH at the disks referred iC tn frtte Artie!* m « Wto to from it]# PAGE 6 PD library. Each has a unique reference 
number wW&ft yon *ft#ufr UH wfmn OrtfcffilJ or inquiring SboM fft# scttwarv, Pleas* contacl PAGE 6 if you 
Hon t have a copy Of f Accast&y Shop fetfltf J end Check the System requirements for each disk. THE PA QE 
$ CATALOG DiSK COMeJftlfig a. tuNHti Of disk names end contents is available from the library, priced at£ f. Tne 
0t$S(8 mentioned if} Oils arttcte ere: 



ST11 - CHRISTMAS TfnfE 
ST12$ - BALLZQNE 
STt5S - ACE INVADERS 
ST1B4 - MAKE A BREAK 
ST269 - Mff DIG 



$7274 SAFE AS HOUSES 

- COLOUR BOOK 
ST3Q5-CRQSSWOR0S 
ST33? - TCB SOUNOWACKEPt 



Prices for standard disks are ££0£ mch or £2.50 e&cfr for ten or more 
Write to PAGE 6, P.O.Box 34, Stafford, STW 1D& 
Telephone 07&5 213928 or FAX 0785 54355 with credit card orders 
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ST GAMES ... ST GAMES ... ST GAMES 




Does the world really 
need another 'block- 
buster movie 1 compu- 
ter garlic tie-in? They are often 
not terribly good and often 
have very lirl.lr i.o r.k> wilh the 
Film apart from containing the 
right characters. Well, this 
time you have the opportunity 
to pretend that you Ye Tom 
Cruise, and make all the little 
girlies swoon F 
As you'd expect, Days of 
Thunder is a stock car racing 
simulation based on the film 
off the same name but does It, 
unlike many other film' 
games, bear any rcscmbelenoe 
to the movie? To my surprise, 
the realism and attention to 
detail which Mind scape have 
put into this game is quiie 
astonishingr AJ1 ol* the rules of 
stock car racing are adhered 
to and the overall H fee1" of the 
game is quite realistic. Your 
main aim in the game is to 
compete throughout the rac- 




ing season, start- 
ing first at Day- 
Lona raceway and 
working up 
through the 
various 'rounds' which even- 
tually lead to the Champion- 
ship race. This takes place at 
the Daytona raceway at the 
end of the season. 
In terms of presentation, 
Days of Thunder has been 
very cleverly created, The style 
of the game is very much In 
the mould of flight simulators 
and the graphics arc very re- 
miniscent In style to such ti- 
tles as Flight Simulator II and 
Jet. Thus the game can realis- 
tically represent a three dim- 
ensional environment. Your 
view of the action is mainly 
through the front window of 
your high powered Chevrolet 
stock car however, just as 
with the various flight simula- 
tors available at the moment, 
you have the choice of viewing 
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the race from a variety of van- 
tage points. These enable you 
to watch the race from the sta- 
dium, from an airship, and 
through the different windows 
of the car, This Is a very ori- 
ginal approach to a raring 
game and the only other game 
I can think of which employs 
the same method of represen- 
tation is Hard Drivln', now 
available as part of Domark's 
"TNT games compilation. 

The game does suffer some- 
what In terms of control, as in 
some places the reaction of 
the joystick is a little sluggish 
but this does not detract from 
the game overall as it is sur 
prisingly playable. 

Compared to most other Film 
tie in games this one is parti- 
cularly impressive, 



FACTS 



Title: 

Publisher: 

Price: 

Reviewer: 



DAYS OF THUNDER 

Mlndscape 

£24.99 

John Davison jnr 



SIGHT & SOUND 



The flight simulator -iike 
graphics give the gome o very 
distinctive look, sound is 
adequate 



GAMEPLAY 



Generally quite playable, but it 
does suffer in some places from 
poor response 



VERDICT 



Surprisingly impressive 



FACTS 



Title: 

Publisher: 
Price- 
Reviewer: 



GUARDIAN ANGEU 
Code Masters 
£6.99 

Damon Howorth 



SIGHT & SOUND 



The game is very strong in both 
areas and it's payability en- 
hanced by them 




GAMEPLAY 



Fast and furious, tremendous 
fun to play and easy to control 



VERDICT 



Great rnarfia! art game, worth 
playing 



GUARDIAN 



Guardian Angel is yet 
another budget offer- 
ing and this time as 
the: name may suggest the 
players takes the part of one 
of those vigilantes who visited 
from the U.S.A. a couple of 
years ago. It is the players role 
to rid the streets of muggers 
and maniacs (and one can't 
help wondering cynically, 
other Guardian Angels), I wor- 
ried about the quality of this 
product before 1 even loaded 
since the disk proclaims it Is 
made for Commodore Atari 
ST! 

The game is a joystick con- 
trolled martial arts beat em up 
with all the usual kicks and 
punches available. As a format 
it is very reminiscent of Vigi- 



lante in so far as 
the Angel must 
march down sev- 
eral backdrops 
being attacked by 
various oriental sailors and 
kick boxers and several 
Occidental knife wi ciders and 
bar toters. This is not to men- 
tion the various fork lift driv- 
ers who attempt to flatten the 
hero. Bonus points are scored 
for completing the screen 1n 
side a time limit and this is 
comprised of people incapaci- 
ty ted and time left on the 
clock. The game neglects to in- 
form the player that, if they 
rest in between encounters 
their energy level will reslore 
and thus they may not die 
from severe damage If a break 
in the action can he found 
long enough. 

The sprites are big and car- 
toon like with a cleft chinned 
hero doing your fighting for 



you. The action is smooth and 
very fast on occasions a bit too 
fast. There is plenty of colour 
splashed around the screen 
arid the game feels as (hough 
it Is an arcade conversion. The 
graphics certainly do deserve 
a special mention since they 
are both expertly crafted and 
most entertaining to see. 

The sound effects sound re- 
assuringly like a Jackie Chan 
movie although 1 am noL too 
sure that the bully with a cosh 
should not be saying ' Hlff! 
Biff!" as he slaps our hero 
around the back of Lhe head! 

There may be those of a deli- 
cate disposition who will find 
some parts slightly gory but 
they appear to have been cre- 
ated in best Tom and Jerry 
tradition and would hardly 
even merit a 12 certificate in 
(he cinema. 

[ enjoyed this and recommend 
the game to beat em up fans. 
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Many years have pas- 
sed since you last 
saw Mordamir, the 
old wizard who took you in 
and patiently taught you the 
ways of the sorcerer. He was 
your master and your mentor, 
your guide down the treacher- 
ous path of wizardry, your 
friend. Until now you assumed 
that he was dead but a few 
nights ago he called you in a 
dream. You awoke feeling that 
Mordamir still lived, trapped 
in a bottomless cavern. 
You set off on your mission to 
find your old friend and mas- 
ter, to unravel the seercts of 
the Immortal. You must enter 
trie ancient city of Evrinoch. a 
city destroyed by Ihe dragon's 
fire over 1000 years ago. Prom 
here you must go to the labyr- 
inth which lies below the city, 
something which Mordamir 
used to speak of often. Within 
the labyrinth you will find 
many adversaries and many 



puzzles and traps 
which will hinder 
your progress. 

All of the action 
taking place in 
this Immense arcade adven 
ture Is viewed as though look- 
ing down on a room from 
above the corner, It gives the 
room a three dimensional 
look, appearing in a diamond 
shape on your screen. You 
play the part of an old wizard 
who must move around the 
vast labyrinth of rooms, solv- 
ing puzzles and defeating 
many oJ I lie hostile characters 
which vou encounter. 

Graphically the game is su- 
perb, the three dimensional 
view being very-' reminiscent of 
some very early classic games 
on the 8-bit computers. The 
concept and graphics have, 
however, come a long way 
since then! "Hie animation ol 
the characters ts especially 
impressive as they swiftly and 





FACTS 



smoothlv move around, Sha- 

L" 

dows flicker, gems sparkle and 
fire crackles, all giving the 
game a tremendous quality, 
[ truly enjoyed playing Hie 
Immortal. It isn't too difficult 
and none of the puzzles seem 
to be totally Impossible to 
solve. The fight scenes are also 
worthy of special note. When 
you encounter a hostile crea- 
ture such as a troll, yon must 
defeat it in hand to hand com- 
bat before you are allowed to 
continue. These fight scenes 
are very well done and the 
variety of moves you have at 
your disposal are all easy to 
initiate. 

There's only one set back - 
The Immortal will only run on 
a machine with a megabyte of 
memory. A pity. 



Title: THE IMMORTAL 

Publisher: Electronic Arts 

Price: £24.99 

Reviewer: John Davison jnr 



SIGHT & SOUND 



The graphics are at superior 
quality, and ihe oruVnofion is 
wonderfully smooth. Sound is 
far from the usual, adding can 
siderabfy to the atmosphere 



GAMEPLAY 



Very enjoyable, a challenge 
without being frustrating 



VERDICT 



Superb, although It's a shame 
thai not everyone can experi- 
ence It due its size. Note that it 
requires 1MB and double sided 
drive 




FACTS 



Title: 

Publisher: 

Price: 

Reviewer: 



MAGIC FLY 
Electronic Arts 
£24.95 

Damon Ho worth 




MAGIC FLY 



SIGHT & SOUND 



Sanlcolty strong and graphical 
ly excellent 



GAMEPLAY 



A shade complex but once 
mastered very smooth ana 1 tost 



VERDICT 



Buy it now! 



Magic Fly has a pedig- 
ree that should 
guarantee excellence, 
conceived and written by two 
famous Lancashire lads it falls 
in the 3D shoot em up genre 
pioneered by Elite. 
The concept is that a new 
space fighter the "Magic Fly" of 
the title has In he used to < uu- 
quer a hollow metal planetoid 
and complete live tasks. These 
Include mapping and scan- 
ning functions together with a 
couple of seek and destroy 
missions and fi n a I ly d cs - 
troying the asteroid. The mis- 
sion is fairly complex but then 
so too Is the craft and its vari- 
ety of equipment. 
The control screen has plenty 
of action points and needs the 



mouse to activate 
much of the data, 
flight control is 
best done from 
the keyboard even 
though the joystick option Is 
possible. It takes a well filled 
twenty seven page manual to 
detail all the features and 
techniques of the craft and 
any attempt to describe them 
briefly would trivialise a, su- 
perb piece of games software. 

Graphically the game is a 
combination of solid and wire 
frame 3D which seem to bor- 
row their roots from Elite, and 
although the game is not ex- 
cessively colourful or strong in 
sound effects It provides the 
opportunity to fine tune arma- 
ment and ships systems in re- 
volving CAD style displays. 
Flying and combat modes are 
fast and exciting once the 
various control modes are 
understood. It Is perhaps un- 



fortunate there is no oppor- 
tunity to experiment with the 
crafts handling before the mis 
sion must be Joined, but that 
can add to the pressure and 
the excitement of the game. 

The game comes on two disks 
and the system allows for 
them to be copied on to what- 
ever set up suits the indi- 
vidual's preference. There are 
aslo extensive save facilities 
and manages to allow your 
craft an auto docking mode for 
chose essential repairs. 

This is a game that a short 
review cannot do justice to, [ 
found it had a long term 
absorbing elleet and it won id 
certainly rate as one of my 
favourite games of this year. It 
has a strong tactical element 
and thus sa% r cs itself from 
being just another shoot em 
up. 

A game that could achieve the 
same sort of status as Elite. 
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PeterHickman's 




OVERCOMING 
DISASTER 
PETER HICKMAN 
BRINGS YOU... 



NEWS OF ... 
BETTER MUSIC 
ANEW 
SQUASHER ... 



AND ... 
A SOUND TO 
GRAPHICS 
ROUTINE 



Twas the night before Sunday 
and all was still, not a mouse, 
not a joystick stirred, I switched 
on the STE to communicate with a cou- 
ple of Bulletin Boards and to my amaze- 
ment die computer did nothing, no 
power light, no disk drive whirr - it was 
dead [gasps of shock and horror!)". 
No that wasn't an extract from my latest 
attempt at hitting the best sellers list, it 
was all true! For the last four weeks I 
have been operating without an Atari ST, 
which of course means that I am four 
weeks behind on answering M yr>ur let- 
ters, contacting all the people who 
appeared in the last column, judging the 
STOS competition (yes, 1 really am jinx- 
ed) and finally I haven't had a chance to 
send Page 6 my latest lot of 5TOS PD 
software. I have had my Amiga to work 
with (so I haven't starved or stagnated) 
but I still haven't found any decent word 
processors on that computer at all Still I 
have the good old STE back now (thanks 
to SDL, the trade arm of the Silica Shop), 
but 1 am short on time so I his column 
may be slightly smaller than usual. 



QUALITY MUSIC 

Talking of the Amiga, you may (or may 
not) know that even If It doesn't have our 
wonderful Midi ports it does have a su- 
perb sound chip and has given rise to an 
awfully large collection of musical mas- 
terpieces created with various programs. 
What has that got to do with us? Well 
also on the Amiga is that wonderful lan- 
guage AMOS which just happens to sup- 
port such tunes (you have to convert 
them to fit into an AMOS music bank, 
but that's no real trouble]. Anyway Fran- 
cols Lionet has recently been working on 
a program that Converts AMOS musk- 
banks to a format which STOS can use 
(with the help of a new extension he Is 
writing), details are still sketchy but 
doesn't it sound excellent? 



WHAT REVIEWS? 

I did have a ecu pie of reviews lined up 
for this issue, the first was a new (well 
nearly) budget release by Atlantis Soft- 
ware, the game is Sky strike Plus which I 
originally reviewed quite a while ago, I'm 
not sure of the price or what sort of 
packaging has been done 'cos they ain't 
sent me a copy yet (am I using too much 
slang? Cor blimey guvnor where's me jel- 
lied eels, running up them apples and 
pears can really make yer pins feel 
knackered!). The second release is a new 
art package by Terry Mancey and Kevin 
f Iearson, but this is currently being re- 
vamped a tiny hit so we will leave that for 
next time (it should be out by the time 
your read this). 

On the subject of Terry Mancey (smooth 
links this issue, huh?} he has been work- 
ing hard on a new disk based magazine 
for programmers called ST PROGRAM - 
MbZR. At the time of writing I have yet to 
see an issue but he promises lots of 
STOS programs so it may be worth a 
look. You can contact Terry through Stal- 
lion Software on 0752 500312 (that's in 
Devon for all you phone freaks). We will 
have a Machine Code routine from Terry 
in the next issue, [ cannot tell you what it 
is 'cos it's a surprise but tune In next 
time for the best thing STOS owners have 
had since STOS Squasher. 



CUE SQUASHER 

As you are all aware STOS Squasher 
(this Is really good I think I'm on a roll 
herel) ts the most essential thing any 
STOS owner should have, and if you 
came along to the European Computer 
Entertainment Show you would have 
been lucky enough to see If a authors, 
Darren Ithell and Bobby Earl, Darren has 
just sent me a lovely little routine which 

continued on pctge 72 



70 Issue 47 - New Altiri U»r 



10 rem 

20 nn I S0UND_0 version 2 # 
30 rem # * 
40 mm * The SOUND mOnitor # 
50 mm « * 
60 rem * By Daniel Spooner # 
70 rmm ###*###*####****###*# 
80 rem 
90 rem '90 
180 rem 

110 rem ###> LOAD MUSIC FILE 
120 rem 

130 F#»file •■leet*( ii #.MBK l V' CHOOSE HUBIC FILE TO PLAY! 11 ) 
140 if F**** then end 
150 erase 3 1 load F*,3 
160 rem 

170 rem #*#> CHECK MUSIC AND BET NUMBER 
180 rem 

190 if leek (start £3) ) 0*13490157 then print I print "Thie in not a MUSIC bank!" 
i print I print : end 

200 key off i curs of 4 t hide on i mode 0 
210 home 

220 input "Enter Music To PI ay . i " | MUS 
230 on error goto 590 
240 music MUS i music off 

250 on error goto 0 s hide on s palette *0,#@ 
260 rem 

270 rem ###> SET UP THE SCREEN 
260 rem 

290 clw s scroll off s locate 0,0 : auto back off : under on : centre "SDUND_0" 
: under off 

300 locate 0,2 ; centra "by DvSpooner in STDS ! " 

310 ink 1 : box 0,10 to 40,187 : locate 0,24 : print "1 2 3 VOLUME " 

320 box 65,30 to 300 , 1B0 = locate 20,23 I print "WAVE FORMS" ? locate 7,6 ; 

print "1" : locate 7,12 s print "2" : locate 7,18 : print "3" 

330 def scroll l,B0 t 31 to 303,179,-2,0 I pal&tte *0 ,*777 ,*700 ,£70, *7 

340 rem 

350 rem ***> MAIN LOOP 
360 rem 

370 music MUS t X-psgf 0) /2 s plot 208, 30+ X £ repeat 
380 rem 

3?0 rem ***> WAVE FORM READINGS 
400 rem 

410 Xl*psg£0) /a * X2=psg<2J/e s X3=psg f 4> /8 

420 ink 1 : draw 270,30+OLDXl to 270,30+Xl : ink 2 z draw 270,B0+OLDX2 to 
270,8«+X2 f ink 3 I draw 270, 130+OLDX3 to 27B 1 130+X3 
430 DLDX1=X1 : QLDX2-X2 : 0LDX3-X3 
440 scrol 1 1 
450 rem 

460 rem #**> VOLUME READINGS 
470 rem 

430 X4= P sg(B>*10 t XSS^psg <9) #10 a X6=*psg U0)*10 

490 ink 0 i draw 8, 1B7-DLDX4 to 8,187 

300 ink 1 * draw e,lS7-X4 to 8,187 : 0LDX4»X4 

510 ink 0 s draw 16,1S7-0LDX5 to 16,187 

320 ink 2 a draw 16,1S7-X5 to 16,187 : 0LDK5=*X5 

530 ink 0 ; draw 24,187~0LDX6 to 24,1B7 

540 ink 3 a draw 24,187-X6 to 24,187 : 0LDX6-X6 

550 until inkey*O a,w i default I end 

560 rem 

570 #**>error 

580 rem 

59B print s print " — > Music Not Defined!;' 4 

600 print 

610 resume 220 
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STOS 

from PAGE 6 

NEW ATARI USER want ft you to 
enjoy the delights of STOS with 
these special offers 

1 — ■ 

STOS BASIC 

The programming language 
you need to get started 
Recommended price £29-95 

OUR PRICE £21.95 

STOS MAESTRO PLUS 

Add your own sampled sounds with 
this cartridge and software package 
Recommended price CSS. 95 

OUR PRICE £49.95 

STOS COMPILER 

Turn your programs into 
ultra last machine code 
Recommended price iC 19.95 

OUR PRICE £1 4.95 

STOS SPRITES 600 

Add this collection of sprites 
to your programs 
Recommended price £1 4.95 

OUR PRICE £9.95 

GAMES GALORE 

Or just play some great games 

written by others 
Recommended prlc* £19.95 

OUR PRICE £14.95 

All these offers available la readers of 
NEW ATARI USER from Page 6 Publishing 
Use the orde*r farm on page 49 or write to 
PAGE 6, P.O. Box 54, Stafford, ST16 1DR 
Credit card orders accepted 
by telephone to 0785 21 3928 
Of by FAX on 07S5 54355 



Write to Peter Hickman 

at 

36 CLEVERLEY ESTATE 
WORMHOLT ROAD 
LONDON 
W12 0LK 



is compatible with the Unsouash com- 
mand in Squasher and parks samples 
with a much better compression ratio 
than the ordinary Squash command. I'm 
not sure what is going to be done with it 
at the moment, so 111 let you know next 
time (it's going to be really busy III the 
next, is-suef), 

JUST ONE 
PROGRAM 

Before we look at the only program for 
this issue (sorry but I have deadlines to 
adhere to). Richard - Vm not a eat beater 
- Vanner (Mandarin's Development Man- 
ager) has reminded me to tell you about 
the new STOS upgrade which is now 
available, it adds compatibility for the 
very latest TOS revision (1,62 I believe]. It 
also means that for those of us who have 
written PD software and have a conscien- 
ce will now go and re-compile and re- 
squash our programs (sob, sob, another 
two hours gone). 

Ok the only program for this issue is 
from Daniel Spooner, a regular contribu- 
tor to this column. Daniel has come up 
with a way of producing a VU -Meter type 
display from a piece of STOS music using 
the PSG(j function. It's quite short and 
really easy to follow so here goes,.. 

HOW IT WORKS 

Lines 10- LOO - tell you that Daniel is a 
pretty amazing person 

Lines 110-150 - load a piece of music 
into the music bank h I used the music 
from the STOS accessories disk when T 
firsL tried this program 

Line 190 - looks at the beginning of 
bank 3 for the first lour bytes (a long- 
word), if the number found is different to 
$ 1 3490157 then the bank which has 
been loaded is not a piece of STOS music 

Lines 220-250 - lei you pick the piece of 
music you wish to play 

Lines 270-340 - set up the initial screen 
display, including a scroll zone for the 



waveform generation (yep it does that 
Lool) 

Line 4 10 - passes the waveform informa- 
tion into the variables XI r X2 and X3 

Line 420 - draws the current part of the 
waveforms and scrolls the zone 

Line 480 - passes the volume of each 
sound channel into the variables X4, X5 
and X6 

Lines 490-550 - generate bars on the 
screen depending on the volume of the 
channel 

Ok what do you think, neat huh? 

HOW ABOUT 
ADDING MORE? 

Now you know how to find out the 
volume of a channel how about writing a 
similar routine that uses dancing 
sprites? Or perhaps some form of light 
show that increases the brightness of the 
colours displayed if the music gets 
louderV 

NEXT TIME 

Oh well, 111 have to go now. Before E do 
let me remind you about a couple of 
events coining up, first Is the Computer 
Shopper Show (6th -9th of December). 
Mandarin have their usual mega stand 
with loud Stereo, gigantic monitor and 
loadsa seats, VU be there, and so will 
Aaron Fothergill showing off lots of new 
stuff. Richard Vanner says there will be 
demonstrations of STOS/ AMOS 3D as 
well as Fun School 3 and a new program 
which could set the educational world 
alight (I signed a non- disclosure agree 
ment so I cannot say more than that!]. 
Also coming up is the third 16 Bit Com- 
puter Fair (4th-6th of January 1991), I'm 
not sure about Mandarin but Vm sure 
you will spot me hanging around any- 
body selling STOS stuff. The last 1 6 Bit 
Fair was a big improvement on the first 
one, with a lot of the larger companies 
(such as Psygnosis] exhibiting, See ya 
there folks. 
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FLIGHT SIMULATION 




tional war scena- 
rios: opernlsotml 
area - large regions 
in Libya, Persian 
Gull, North Cape H 
or Central Europe; 
and the skill level of 
your opponents. 
The program tracks 
your performance, 
awarding points 
and medals for 
each mission de- 
pending on its diffi 
cully and your 
achievement. A 
separate 'roster 
disk" is used to re- 
cord your career 
progress from mis- 
sion to mission. 
Promotion up 
Lhrough the ranks 
from 2nd Lieute- 
nant to BrigadJer 
General depends on 
experience gained 
and results 
achieved. 



IVe always had a soft spot for Mic- 
roprose flight simulations, so 1 was 
. delighted to receive F19 Stealth 
Fighter for review. IL seem* expensive at 
£29.95. but after seeing the contents of 
its enormous box, the price seems 
rea sonably J ustlfled . 
The package contains three single sided 
disks; two large sheets of full colour 
ee taps showing the operational areas; a 
large keyboard overlay to help with the 
simulator's complex controls: a technical 
supplement showing ST specific details: 
and finally, a superbly produced 192 
page instruction manual. This really is 
excellent - as well as the basic operating 
Instructions it s stuffed full of hints and 
tips, and uses lots of pictures and 
diagrams. 

The simulation strueLure is similar to 
Spectrum I kilobyte's FuleoEi and Digital 
Integration s F16 if youVe seen these, In 
that you're taken through mission selec- 
tion, pre fllghl briefings, and armament 
selection stages before you get to fly. You 
can also chose training or operational 
mode; air-to-air or ground strike mis- 
sions; cold war, limited war, or conven- 




AVOID THE RADAR 

There are lots of missions, each having 
a primary and secondary objective. These 
involve you navigating to. identifying, 
and dealing with the stated targets, be- 
fore finding and landing at a friendly 
base. F19 differs I mm other simulations 
in that you have to attempt this without 
being detect ed by enemy radar (or eyes!). 
You're helped by the "stealth' features 
incorporated into your aircraft's design. 
These include n low radar reflectivity pro- 
file and construction, and reliance on 
passive [usually optical) methods of 
target identification, navigation, etc. Your 
"electro -magnetic visibility" to the enemy 
is shown on an instrument in the cock- 
pit, and the idea is to fly the aircraft In a 
way which keeps it as low as possible. 
The same instrument shows the power of 
enemy radars currently searching for 
you, so it's easy to determine how visible 
you are to them. 

Missions start from cither an aircraft 
carrier or land base. These are busy 
places, as there are usually plenty of 
other aircraft landing and taking off. You 
have to fit into the traffic pattern, just 
like in real lifel 

Primary a ir e rail IlLght controls are via 
mouse, keyboard, or joystick, with all the 
secondary controls on the keyboard. This 
is where that, keyboard template proves 
invaluable. Response to Right controls is 
quite good - it's not in the Flight Simula- 
tor II league, but seems better than most. 
1 found It comfortable to fly. but too easy 
to stall, particularly in tight, turns, so you 



have to watch this. Not unexpectedly, 
landing after a mission is the hardest 
part to master, although it's possible to 
use "no crash" or "easy landings" options 
until you get the hang of things. 
Your normal view of the world Is 
i hn.mL:h the cockpit canopy, but it's pos- 
sible to change this. You can have a full 
serecii view straight ahead, cither side, 
or behind you: slot 1 , 'chase plane", or 
side view of your aircraft; tactical views 
which show you and your airborne oppo- 
nent, either from your point of view or 
your opponent's: and finally a 'missile's- 
cyc-view' as it homes on its target. 
There's a complete lack of traditional 
flight instrumentation, with everything 
displayed either via the usual Head Up 
Uisplay projected onto the windscreen, or 
on multi-purpose display screens on the 
cockpit panel. 

RANDOM CLOUDS 

Scenery detail is excellent, with lots of 
rivers, lakes, mountains, roads, and civi- 
lian buildings, as well as enemy installa- 
tions to see. Seascapes have interesting 
detail ton. In the form of a wide variety' of 
ships. The sky is thick with air traffic, 
both civil and military of friendly and 
enemy persuasions. Just be careful you 
know what you're shooting atf Another 
unusual touch is the use of random pal- 
lia! cloud cover, something not often seen 
in flight simulations. 

As expected, the combat aspects are 
first rate, particularly the air-to-air sce- 
narios. At higher difficulty levels youYe 
up against cunning ace pilots, expert 
radar operators, and missile crews with 
VERY itchy trigger lingers, and you're 
lucky to finish each mission alive. In- 
terest Is kept high by the wide range of 
enemy aircraft types from An- 72 trans- 
ports, through 11-76 airborne early warn 
ing aircraft, to the incredible MiG-29 
fighter. The enemy also uses some Amer- 
ican aircraft, such as Phantoms and Ti- 
gers, Just to keep you on your toesl 

This program offers something for every- 
one, requiring thought, and skill as well 
as supplying action and excitement. Ifs 
.tfot excellent graphics and animation, 
appropriate sound, believable (if not tot- 
ally accurate) simulation aspects, and in 
use it has the depth, challenge, and 
addictiveness normally associated with 
top class games. I can highly recommend 
it. 



Title: 


F-19 STEALTH 




FIGHTER 


Publisher: 


Microprose 


PRICE; 


£29.95 


Reviewer: 


John S Davison 
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ADVENTURE 





The long awaited sequel to the ex- 
cellent graphics adventure 'The 
Legend of the Sword" has finally 
arrived and looks very good! Whereas 
Legend was basically a text adventure 
which had lots of graphics features. The 
Final Battle has followed Lhe current 
trend of using the mouse for everything, 
Most of the screen is taken up by a very 
detailed view of the current location. 
There is a small text window below 
(which can be scrolled up and down], and 
lots of icons around the edges to allow 
you to Issue commands, 
There Is no animation, but the graphics 
are excellent and cover all aspects of the 
game, for example to attack an enemy 
you click on the ATTACK icon: click on 
the enemy in the main window; it dis- 
plays your weapons; choose one and a 
full screen body is displayed for you to 
target your attack. If you select the MAP 
icon an excellent scrolling map of all the 
areas you have visited is displayed and 
you can return to any area by just point- 
ing at. the map arid selecting the GOTO 



Tile story carries on from legend - the 
evil wizard Suzar has escaped and killed 
most of your party in an ambush. You 
awaken In a prison a In tie and unarmed. 
You must escape, rescue whoever's sUli 
alive, and explore the countryside for 6 
crystals of power and a route to Suzar's 
castle so that you can destroy him! 

The game covers over 130 locations 

m 




Tt« 6oon has been Imoken, 
Beyon-ft the ttiooov is o stint it ■ 

rjOKHlttQ sk^« 

tafojg >g r»afr# c*F oak . 




Title: 


THE FINAL BATTLE 


Publisher: 


PSS/Mirrorsoft 


Price: 


£24.99 1 


Reviewer; 


John Sweeney 



each with Its own 3D 
picture and well over 
a hundred items you 
call manipulate (not 
all of which are use- 
ful - don't try arid 
carry everything!). 
You can examine 
nearly everything in 
the pictures, includ 
infi little black dots 
which turn out to be 
spiders! You need to 
ilnd lour companions 
If you wish to suc- 
ceed as each of them 
has unique statistics 
(e.g. strength, archery, thievery), You 
must use the right one for tasks such as 
shooting arrows and examining walls or 
you won 1 ! make a lot of progress! One 
character can throw spells fe.g, healing, 
detect spirits! provided he is kept well fed 
arid in good health f Time passes during 
the game and the weather changers - 
these are all taken into account, for ex- 
ample you tend to miss with your arrows 
if it is windyl All in all (here Is an incredi- 
ble amou nt of detail in The Final Battle! 
The main icons (LOOK, LISTEN, WAIT, 
THROW, EAT, ATfACK/ CAST, TALK, 
RUN) are all fairly obvious - but check 
the manual for specials, e.g, right click 
or] LOOK allows you to look in a direc- 
tion; right click on an object is LOOK 
INSIDE/ ACCESS CONTENTS. There is 
one other very important icon; OP- 
ERATE, which allows ym J In "use" 
| either one item or two items 
together; for a single item just dou- 
ble click on it. OPERATE means alt 
| sorts of things: remove, Light, clean, 
open, unlock, wear, smell, unwind* 
push, search, touch with (a strange 
one that - what you have to touch is 
not visible so you just double click 
on Lhe item you want to touch It 
with]), etc. - if In doubt double click 
on everything and see what hap- 
pen a f But beware - it is not entirely 
consistent - you can break one Item 
by double clicking on it but another 
you have to, to attack! 

There aren't too many hard puzzles to 
solve in the Final Battle, and the simple 
Interfaces will make it accessible to a lot 
of people, it is a little obscure in a couple 
of places though, so I suspect Lhe Hel- 
plines will be buzzing over this one for 
some time! One minor criticism is that 




6 a big improvement on 
legend of The StoonP 



some of the commands are a little clumsy 
Find each click is accompanied by a cou- 
ple of seconds pause as the program ad- 
justs the graphics, so for example '"JACK, 
GIVE THE APPLE AND THE ORANGE TO 
PAGAN" takes 6 clicks plus 3 click n' 
drags - 25 seconds (in contrast Dungeon- 
Master takes only 6 seconds, and I can 
type the command in well under 10 
seconds), so people who prefer to type 
their commands may find all Lhis a little 
tedious! N.B. it will take even longer if 
you don't realise that you can drag items 
to the portraits - a fact not mentioned In 
tile manual! 

You can save to diskette or RAM but a 
late bug means that you should precede 
ALL file names by "b:" '.There are a couple 
of other minor bugs, but nothing that will 
stop you finishing the game - to avoid the 
worst of them double click on the big 
baskd to make it go up. 



GAMEPLAY- Good WIMP adventure 
(thats "Window, Icon r Mouse, Point" 
just in case you didn't know!} 

SIGHT 81 SOUND - excellent graphics, 
covering every aspect of the gome (no 
sound at all) 

VERDICT * Excellent if you like 
graphics adventures, a big improve- 
ment on the Legend of the Sword 
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* POCKET SIZED * PC-COMPATIBLE * PERSONAL ORGANISER * 




A ATARI 

Portfolio 



THE 
IN 




YOUR 




The new Portfolio from Atari Is the world's first pocket- 
sized electronic organiser that is atso a powerful PC 
compalibie computer, with a full QWERTY keyboard 
and scrolling 80x25 character display. 

Portfolio includes everything you would Gxp&ct from an 
electronic organiser - an address and telephone book, 
time manager, diary and sophisticated calculator. 

Portfolio also includes several functions that you would 
not expect - £ spreadsheet for your personal budget 
and expense records, as well as a text processor for 
typing memos and fetters. 

And, because Atari l s Portfolio is PC compatible, it can 
communicate with your desktop PC aJ home, or in the 
office. You cen transfer files from one to the other, to 
enable you to update your reports and figures with the 
Portfolio while you are on the move. 



FOR 
ONLY 




SPECIFICATION 



* Processor Intel fiOCbb a1 OlSflMhz. 

* Opwwting S/ftem: Compatible with MS-DOS 2.11. 

* internal POM: containing GiDS, operating system 

arm Applications suiie. 

* fMM: 13BK wtlh an internal RAM drak, configurable iron 

fifc Externally rapandnhlci In 64QK RAM 
A KeyPtWd: S3 kfiyi. QWERTY IBM PC BlOScompflHlble. 
Buned nufne^c pad and function keys Qptonal key click 

* Character Set: Emended I6W ASCII (£55 characters! 

* Mais storage: crr>^il r>:ird si^cd Tipmnry c3rd3<32K<sr 

61 K or 12dK RAM). 

* Qispiny: Graphics LCD-supe^i&UBchnolorjy. MEW com- 

piLlible, 4D columns x 6 lines, 2AQ x 64 pixe- S |wiP- Ihe 
op/lion to mii&w a 1uM GO - * £6 characte' display I 
Keyboard controlled contrast. 

* Pwnphe.M.is SO pin expansion B US to lake ss r a and 

pjrjilW porls and miMinry i:xpansx}n unifcj. 

* Size: ft" K 4 T X 1* (2DDmm * tDSmm it 2Bmrn). 
■k Weight' 4B5 grammea {with baltseriw). 

* ApplKMtiQnt: calendar and diary, address and phone 

book. Lulus 1-2-3 compatible spreadsheet, lexl processor 
CO m ti i.j nir.g linns KJthMf* 



COMING SOON! 

In adtfiicn io the mellonl schwarsbuili-in id iha Rari^gli& Frae 
Chargpa <&ea- righi|, oiher sotthware and per^rveral products, such 
a&tflH sophishc*«J FWfet Finance r*3ckarje .nnd Sflnslfcenlricini&s 
ifnanacesafeava^We And IL doesn't srap 1here Many msnurac- 
^urnrs haw. ri?cxigni!?ed Ihi: ;!olHnli;sl d* the PfrElulm and law 
already aLarted to design new peripherals end srftas/e. Produda 
d-jnenOy LMdtr d&wekipmfiin >nctude. Serial inierrace- wiih burii 
.,ti mini nod en Appifl Macintosh interface-. Susiftf 55. Uti"1y and 
pflOflwnmlng stViware- plus a range of adventure and bottle 
straipg> 1 games For Further free dalailsonlhg PwfrAj range lill 
•n ihe coupon belt™ and return II to Silica Sysiema now. 
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BUILT-IN APPLICATIONS f 
TO GET YOU ORGANISED m 



1o get you started. PonioJj^ comes urih a suite 
Ot hve useful lunp-ions bullHn, all accessible 
fron a simple; menu display. 

time amamqeh 

More 1hen just an electronic diary, 1he Podio! c 
Tame Manager enables you to plan your ap- 
pointment via a comprehensive calendar and 
diary, h can even be programmed to sound an 
audible alarm at specific limes 1d remind you 
ol important appo nlments. 

OALOULATOR 

"Your Portfolio will be invaluable in rfie oflice or 
al noma as a powerful pockel calculator. M has 
a full range ol functions, including rational 



porter and root calcntaJlons, all with mulb 
display formal? and" memories. 

ADDRESS BOOK A DIALLER 

Ponfolic nas a complele addresa book laciliry 
ttist afiows w 1c store hund/eds, of addresses 
and pnonft number . And, al thu kkjc.h or a bul- 
lon, you cam retrieve any On* or Ihem. or search 
for a specific grouping, sjch as 'all Italian 
restaurants" And. ^tien you are ready 1o book 
yOui la&le, hOkJy&jr ROrtkisO W yflur I.cl0|>'i0nc 
mouthpiece and use its special bu<ll-in lone 
dialler 1o dial the number 1cr you. 

TEXT PROCESSOR 

The Portfolio's pyiilt-in le*t orqcesacr program 



nciudes w^.-d ^rap, ime ^nd column count, 
•tytog starcit , In fad most or ihe functions you 
would lind in a wort processor II handles 
orinler and word processor conlrol codes and 
allows easy Iransier of files belween Portfolio 
and your desktop PC. 

SPREADSHEET 

For real calculating power, Parrlolio fnas a Lolus 
1-2-5 compaiit>ie spreadsneei OuiiNn. if has 
127 columns a 225 rewind reads/writes Lolus 
Vl.O and U2.Gi Files, so you car irans% r data 
to and 1mm Lotus 1-2-3 on your desktop PC. 
The Portlolio's 256K ROM Includes *^S-O0& 
anrj PC BIOS compatible systeims sohware 




MEMORY CARDS 

P^ ttolm can slirc and nslrw^a d-sn and prcg- ams rrnm 
its cam RAM, or linm srnall cr«i! ~vi wee manKHV cards. 
Fiat akrt ink? i>b bu't-n uid drM* Thp cards are available 
in |*i'p-waw S+*c and "iSK. w^ouisjn wry t> ihiaiy 
V* (WW '■' f 1 ' 1 " 1 yyU'M' "Tim WO ttri*V Hi.xi'pfiH nQM 
ft a I'd t. *hir:h ciir, iv-inii/-i LinmiTiHrciiil cj 1 ^-junrn urinaiA 



POWER SUPPLY 

PorirchD n pwwad tft miflfl AA bJlwlBt whlcri will run 
lor up to e a wDDks wrh wrr Jl use-, nr tram 1hn namt ls 
inn an adaplar. AlUha r^eriphcrata oka tror prnmr rram 
ire Ptirttiki so na «cha »ncrm or adapters a n rpqurnd. 
A 'hallatT-iw' warnino andmarn^ b4ck Lpe«iwp lhal 

mini -n.<j-in it iii>! kjf^l wIihm |iiH Inrillf'iHH yrp phyrcwd 



INTERFACES & PERIPHERALS 

PvftoJo cdr cammuntaaid m\\h ahrti canfxjwt artd lujp- 
pwis a qrswmg uiga al per in haras ^la abulhin fiCp.i 
bJi ccrrccbx. Paripharas j^alJtlr; incluaa ac.i a nrd 
pi jltr-i TiTcrlacts ar£ to-to v D»pndcrs |lc t^OK" You 
car a ac add a card drrva to four doshtop PC. In endbfc- 
ii iu rvHdOwriip to PtxHcliya cards 



Ik 
0 



SILICA SYSTEMS OFFER YOU 



FREE OVERNIGHT COURIER DELIVERY; 0r\ all hardware- 0r<Jer - s shipped In Ihe: UK, 
TECHNICAL SUPPORT HELPLINE: Team or AJari technical OupeMs al your &ervic&. 
PRtCt MATCH: Wd normally match comp*ftitors on a "Same product - Same price" basis. 
ESTABlfSHSH 17 YEARS; Proven Irack record in proleasional computer sales, 
fttu TURNOVER (with 60 staff)-' So-llrJ and reliable with maintained growilh. 
S US IN E S S/ED U CA TfQNJQ O VERN ME N T: Vt>lu?ne discounts a^ildbl-D lor laruc orders 
SHOWROOMS. Demonslration and training Facilities at our London A. Sidcup branches. 
THE FULL STQCtf RANGE; All o1 your Atart PC reouiraments from one auppltar. 
FREE CATALOGUES; Will be mailed to you wrth oilers and aoitware/penpheral deiails. 
PAYMENT: By cash, cheque and an major credil cards 

CREDIT PAYMENT TERMS: Silica are licensed credit brokers - details On request. 

Batar? you decide whan La buy you ■ ncwAlari °arlfohc, ws suggasl yaL Ihink vary caralully about WI-IERE you 

buy it. Con&ider ><hat it will se like a mwlnB adar tKiyirxi your Ponton. «rne^ yQv may raqun'e additional 

pnr.ntic- A.Si at Kih^arR, at hnlp nnn zr.: :.n ^ilh your if.-vi pnrrhnsu 4nd villi the- company yo i h-ny f rorr ■.-•nnincr 
yOu wrlh Ueia>i5ol nw Pt*?lrj*G producls? Al Silica Svslcms- wt ensure lhal you will have rolhing lowurry abnul 
Siica ShsrenuB is a new div*K>n oi Silica Shop, ihe uk'b »eadlr>rj Alar: apociaiisie Thie ne* elusion haa tieen 
nrr^iTilir.ned In- provide Jinruirc- ta Ihn n^nrn-KcnQhs.hrmc-iJSf^ as'mci: aeu r.imrnnr; nnn rx1urnt.or ni. 'censors. 
Suca Vx<,v teun nslaibiiahed for over "2 yaars. and 

haue an aruiuel iurnwer E13 million, with ou* 

unnvjiffiri OKporuncc and caina-riisc-, vid can now 
clam Id mrt\ ciui LLSIarnes ^uneincnla with di« 
undersisrtdiriQ whict)- ia second ro *ione But don'l 
|ue1 :akc niji *Drd 1w il. Complcln nnd rclurfi Ihc- 
Coupon new, l&r dut lulsSI Frtrt NlCartU'W and begin 
In ^Lpariorica- rhe "S'li^? Systems Sar^lce ' 



MAIL ORDEH: 1-4 The Mews, Hatherley Rd, Sidcup, Kenf. Dflii 4DX Tef: 081-3O9 1111 

&d*r LHirt Opaf"- Wpn-Snl ^ D0am S(50pm Ho Lata flight Qpaninrj Fa* Hat Oft Mfl MBj 

UONDON $HDP: 52 Tottenham Court Ro^J, Irjndon, W1P OBA IS D71-5I0 4«0 

QjWninfl Hwru M ph-Sfll BMftm-eWl p» ^<"e Night TKrwtey umM 6pm Fbk Hk Ojri-353 *iT. r 

SIDCUP SHOP: M Tht Wows. Hath&rley Rd, Sidcup. Kent. DA1»i -1 DX TejI: fj&1 -302 8811 

Qii^ninfl Hiiuii. Uari-Sfti PQfJam-&3^rii U» Hitfm- Friday L in|il ?pm Rto No: £*i-HQ 

BUStNE&Sf EDUCATION: The Mews, Halherley Rd, SKEcup, Kenl, DA';-i AW. Tel: 031-303 Dm 

Oiaor Lf»a C-pfi-ifi Man-Fri DDDam-h CCfs*- QY-jiiird a?, SbiurdayA Fhi hp Ctii-frVs 0^04 



To Sihca Systems Depl ^SiX-1290-3a. ^-4 The Mews, Hatherley Rd, Sidcup, Kent DA14 4DX 
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Mrf Mrs/MSI MiliSlS" 



Adcress: 



Surname; 
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SILICA 
SYSTEMS 




Po&lcnda: | 

. Te' (Hom^: r , ,.„ "fel (work): _ 

I I 

■ Comriany Name: ■ 

Which computer(aJ, il any, do you own? 

ElOE ■ AlfctraSftJ 5f £*S dnOlpaCiKUiMS Mir Uiiiiuc Ui'jau iu!.i- !-u it^Ki xi 
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IVe import books direct from the USA, 
particularly COMPUTE! publishers of 
the best books available for the XL/XE 
and ST 



SPECIALISTS IN BOOKS FOR FLIGHT 
SIMULATOR 2 - SOME GREAT TITLES 
THAT YOU DON'T SEE ELSEWHERE 



WHO HAS DUST COVERS FOR ALL ATARI EQUIPMENT? 

Keep that equipment free from dust and spills. We have been selling our top 
quality dust covers for over five years with thousands of satisfied customers 



AND WE SELL ... CABLES, BINDERS, 
REFERENCE MANUALS, BLANK DISKS 

as well as having regular offers oh selected ST and XL/XE s 



software 



THE PAGE 6 ACCESSORY SHOP 

P.O BOX 54, STAFFORD, ST16 1DR 

Telephone 0785 21 3928 Ask for our FREE catalogues 



